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The Atari Edge means new ways 
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how to do just that. FOOD FIGHT is 
pie-in-the-face funny. It’s frantic, fast, 
far-out fun for kids from 5-150. FOOD 
FIGHT is a video feast!,Charley 
Chuck's objective is to teach and 

gulp an ice cream cone before it melts. 
All he has to do is get by Oscar, Angelo, Zorba 
and Jacques. They're four pesky individual 

(ol eLovicmy selon detae)y alle ebelotcne)meavlia-lelemucle(encicrelt 


him to keep him from his goal. 
Not to worry! Charley Chuck 
latclsecW cclasibye)e)ameya-teelestemeliest 


self—pies, tomatoes, peas, ba- 
Gi @~ nanas, watermelons—for fighting them off. New features 
like Instant Replay, up to 125 operator-selectable game 
——— levels and more let you clean up big profits. Step into the 
I (=):4a Bl=Yor- lo (=m @1-1m tel =Bicloitpace)eemelos a atr-bam BD) isisale)biceya 
now! Or contact us for referral at Atari, Inc., 790 
Sycamore Drive, PO. Box 906, Milpitas, 
CA 95035. Get the Atari Edge. You 
®@ need it now more than ever. 
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THE ATARI EDGE: 
MEDIA BLITZ BLASTS OFF XEVIOUS" 
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“T see the forces of Xevious now.” 
“You're on your own.” © y 


The XEVIOUS invasion is here! 
WW ele)bist-beletsRe) Me) o>) colle) «Bele) aele)elace)| 
of the SOLVALOU super space 
fighter at the A.O.E. Millions of play- 
ers have rocked with excitement 
from watching the Xevious TV com- 
mercial on major networks in 
So} (aol (ale sete ad <altceebele meemerclaleyercl 
cable Music Television. They've ex- 
ols} a loyelersie melt-tsim-Nits) a e)tcloime)m eclenle) 
spots on their favorite stations. 


*XEVIOUS is engineered and designed by 
Namco Ltd. Manufactured under license by 
aN tc Danm belomm We-lol-deel-ba alate 

© Namco 1982. 
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game to réceive major consumer 
LO Aco abtsibelems1b)e)elo)amlemestcbeymentsiege 
markets. The result is excitement 
and demand for this super sci-fi 
video fantasy right now. So be ready. 
Because players will be invading 
your locations any minute. 

Cash in on the XEVIOUS media 
Jo) NL VAM@xo)sliclolmise)vbavaNt-bamellsinale)viveys 
now to catch all the profit action. Or 
contact us for referral at Atari, Inc., 


ee : ae VESTORS) (or-b 0010) a-m BD) ae MOM Bie). 0c 00} 
ae | ql Milpitas, CA 95035. Get the 
oon Ls Atari Edge. You need it now 
i di more than ever. 
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‘‘Millipede is following in 
delomstohaetbele(cmacclebleleseme)muste 
classic Centipede It's * 

J elon uisbale marob mentale (omleysle(ov slays 
detolme)delos ale robeslosmovemielomaeteh ae 
ket just aren't delivering. The Millipedes 
in my locations keep a steady flow com- 
hate mp belcon deloMer-ljJel ole). em Mer-bemole)pislme)emimce) 
stay in the Top 5 month after month. The 
best I can say about Millipede is that 

it's consistent! In these times when re- 
turn on investment is so important, 

that’s saying a lot. It's your best bread- 
and-butter bet today. It’s a proven hit 

you can buy in total confidence.” 


—Jim Ham, President, 
Glenn Rowe Vending, San Francisco, CA 
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“1 GOT THE ATARI EDGE: MILLIPEDE IS 
BREAD-AND-BUTTER PROFITS EVERYDAY.” 
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TM. The bugs and the profits 


1a{=\'(=) @Es]Ke) ORere)sentere mee)! 
even the explosive new 
1D) De ofe)sclesprem\/elitelcre(= 
can squelch all the little 
critters. With new sounds, faster action, 
colorful new playfields, hordes of new 
creepy crawly targets, larger Trak-Ball™ 
1(o) as ol=)4 (>) oreyelnce) Mu lsjemmlmelee(om'ce)bm (ee) .< 
a bite out of Millipede’s long-lasting 
Jo)cevalccleuuinmavats) amrelvemenlsinale)bice) miele 
Atari Millipede now! Or contact us for 
referral at Atari, Inc., 7990 Sycamore 
Drive, PO. Box 906, Milpitas, 


CA 95035. 
Get the Atari Edge. You need 
it now more than ever. 
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UP FRONT 





Speak Up! 
Communicate with Manufacturers 








There seems to be a ravine between operators and 
manufacturers. Operators blame manufacturers for 
many of the problems that plague the industry. 

Blame may be too strong a word. But in talking to 
operators, you get the impression that they think 
manufacturers are at the root of their troubles. 

Evidence of this is the fact that operators showed 
up in droves to address the manufacturers at the Early 
Bird Session of the AOE. Some of these operators were 
visibly angry. 

But before any blame is passed, let’s examine the 
industry. Things have changed dramatically over the 
past several years, first changing for the good (unusually 
good) and then moving in the opposite direction. 

However, the state of the coin-op industry is not 
really as bad as some complain. Many business oppor- 
tunists entered the industry to make a fast buck (and 
many did). But, as many of you can attest, hard work is 
needed in this industry. Hard work—the Wall Street 
Journal forgot to tell opportunists about this. 

Maybe business was great for you the last few 
years, but you thought it was terrible last year. Don’t 
compare your business only to the unusually good 
years—compare it to business four years ago. 

You're probably doing better even now. 

Southwest Vending recently held its annual dis- 
tributor showing in Dallas and featured a superb 
representation of manufacturers. The showing was a 
great Opportunity for operators to voice their griev- 
ances as well as their praises. 


Communication is vital. It’s the only way problems 
can be solved. 

The manufacturers are in the same predicament as 
this magazine—neither of us knows what you are 
thinking. We can’t read minds. Our purpose is to keep 
operators abreast of what is happening in the industry, 
and we encourage operators to make suggestions not 
only to us but to the manufacturers and distributors as 
well. 

Manufacturers realize that if operators are dis- 
pleased or discouraged, it affects them. Distributors are 
in the middle. Their assessment of the industry is a 
collage of what they hear from the manufacturers and 
operators. 

When your distributor has a show, take advantage 
of it to talk with the manufacturers. Tell them how you 
feel. Perhaps if they hear it enough, they will act. 

This industry is not based on what the manufac- 
turers want or do. It is a combination of operators, 
distributors, and manufacturers, and none is more 
important than the others. 

Before passing any blame for your problems, be 
sure to find or make an opportunity to discuss your 
grievances with your distributor or a manufacturer. 
Speak up! It’s the only way you'll get an answer. 

Cale) 
Valerie Cognevich 
Executive Editor 
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LOWEST CASH PRICES IN THE INDUSTRY 


Call: 

Jack Schleicher, General Manager 
Claudia Wilson, Sales Manager 
Fran Lutterbie, Sales 
Joe Westerhaus, President 





DISTRIBUTING CORP. 


1210 Glendale-Milford Rd. Cincinnati, Ohio 45215 


513/771-4250 


CALL TOLL-FREE 
(USA) 800/543-4250 (Ohio) 800/582-2699 


Spring Specials — New & In-the-Crate: Pole Position ¢ Eight Ball Deluxe ¢ Q*bert 
Mad Planets @ Super Orbit ¢ Gyruss © Mappy @ Journey ® Space Duel ® Pannen 





Manufacturer 
angers operator 


Letters to 
the editor... 


In the December 15, 1982 issue 
(p.55) of Play Meter, Nintendo of 
America Inc. ran a full page ad in 
which they boldly state that they are 
just beginning to fight! 

It’s about time the operators who 
purchase this type of equipment start 
to fight back. I am not talking about 
the copyright infringement cases, 
because Nintendo brought that situ- 
ation on themselves. We have a case 





“Suspicion causing” 
advertising 





First, my congratulations on your 
change from dollars to percentages on 
the Play Meter Equipment Poll. A 
very good move. 

Now let me give one of your major 
advertisers he// for the same kind of 
“suspicion causing” advertising. I’m 
referring to Atari’s double page ad in 
the current issue. (See Play Meter, 
April 15, p. 4.) Bags and bags of 
money, armed guards, long lines of 
prospective players to create even 
more money! This is the kind of adver- 
tising our industry does not need. 

Every state legislature in this coun- 
try is eying our industry for more 
taxes. Our own (Indiana) had six bills 
in the hopper, and it has cost us 
(IAMOA) a bundle to keep them in 
committee. 

Now Atari is telling the state that 
there is so much money in this business 
that we need guards! I wonder if they 
are aware of how many operators have 
gone belly-up recently and how many 
are on the edge. 

If you can use any kind of logic on 
these people, it will be appreciated by 
those of us left in the business. 

Jack Burns 

President 

Indiana Amusement & Music 
Operators Association 
Warsaw, Indiana 
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where a manufacturer is delighted to 
take our money, then deny us the 
Opportunity to realize a decent profit 
because they turn right around and sell 
the same software to the massive home 
game market. 

I will fight back at Nintendo simply 
by not purchasing any more of their 
games. If we do not buy the commer- 
cial video games from Nintendo, they 
will either have to pack their bags and 
go back to Japan or else conform to 
the real needs of their customers, the 
street and arcade operators who are 
the backbone of the industry. 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE e 


ARCADE PLANNING 
SPECIALISTS 


Every new and used video 
in stock at all times 


YOU’VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri 63103 


(314) 421-5100 


For further information, call Pete Entringer 
(collect) 
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And Scan Coin 
counts them... fast. 


Coins or tokens...small or large volume. . .single 
denominations or mixed change. ..Scan Coin has a 
complete line of coin handling equipment to speed 
the count. 

We'll help you analyze your current and future needs, 
then recommend a Scan Coin unit to fit your budget. Of 
course all our products are quality-engineered for 
durability and simple, quiet operation. 





One of the most popular 
and versatile Scan Coin 
units is the SC 3001. Its ex- 
clusive, high-speed elec- 
tronic sensor makes short 
order of any counting task. 
And a number of acces- 
sories allows you to 
customize the SC 3001 to fit 
your special requirements. 





For more details on the complete line of Scan Coin 
products, call toll-free 800-336-3311 for the name of the 
dealer nearest you. 


ScanCoin 


The first choice in money handling systems. 


201 Elden Street, Herndon, VA. 22070 
800-336-3311 din Virginia, call 703-471-6510) 
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Our most recent purchase was a 
Donkey Kong Junior cocktail table, 
and while the software functions well, 
the hardware is a joke. This is the most 
poorly designed piece of equipment | 
have seen in the eight years that I have 
been in this business. 

Nintendo says buy only genuine 
Nintendo video games and avoid law- 
suits. I say don’t buy Nintendo games 
at all until they clean up their own act 
by providing a decent piece of equip- 
ment at lower prices and refrain from 
putting their most popular pieces on 
the home market while they are still 
being offered to the operators by their 
distributors. 

A.H. 


Graphic design 
conference 


In response to your play-by-play of 
the UCLA Conference on Video 
Games and Graphic Design (See Play 
Meter, April 15, p. 28), 1 feela point of 
great significance needs to be pinned 
down. 

Never has there been such a showing 
of the creative forces in our industry, 
namely the authors and artists unified 
for a twofold purpose: to learn and 
share with one another. For those that 
were aspiring authors and artists, there 
was a wealth of guidance, experience, 
and support for them to draw from. In 
a business that has been riddled with 
paranoia and secrecy, this was a big 
step in giving the backbone, lifeblood, 
heart, and soul of the business a 
chance to draw from one another so 
they may better serve all by doing what 
they obviously want to do—meld 
creativity, productivity, and _ profit- 
ability. 

I applaud UCLA for putting this 
together, Play Meter for the attention 
given, and hope that I can take part 
again next year. 

Oh Yeah! Who says Mr. Kaufmanis 
the “video game industry’s first talent 
agent?” 

Jack Cooper 

Agency of Video 
Authors and Artists 
Long Beach, California 


If you have comments on the 
coin-operated entertainment 
industry, write to Play Meter. Our 


“Letters to the Editor” columns 
are dedicated to you, the opera- 
ator/reader. 
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Van Brook is #1 World Wide 






Keeping our Customers Number One has made Van 
Brook the Number One Leader in the Amusement & 
Vending Token Industry. No other supplier can offer you: 


¢ Immediate, same day shipment on Stock Tokens and 
Accessory Items. 

¢ Buy-Back Agreement 100% on Stock Tokens. 

¢ Special-Sized Token Wrappers. 

¢ Wide array of all necessary Signs and Stickers. 

¢ Accessory Items in stock for immediate shipment. 


* Token Mechs (Metal & Plastic, 48 different sizes 
and types). 

* Cradles & Cradle Kits. 

* Push Chutes (Complete, Single-Token & 
Double-Token). 

Replacement Slides for Push Chutes. 

English #515 Roll-Down Acceptors. 

English 4 x 4 Replacement Cradles. 

Klopp Token Counters. 

Kwik Koin Token Dispensers. 






=fEmoart= 


IS 


e * * * * 


e Expert Technical Advice & Assistance, based on 
many years of experience. 

¢ Professional Artwork & Design Service at no charge. 

¢ Hundreds of attractive Stock Dies. 

¢ NOTES & QUOTES Promotion Booklet (up-dated 
and revised periodically). 

e Exporting Expertise -- We know the Export Market, 
and how to solve its complex problems. 

e Product Exellence -- Van Brook Standards of 
Precision and Quality Control are the highest in 
the Token Industry. 


Phone or write for catalog & samples 





INDOOR 
RECREATION 
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SPEED-UP RULING UPHELD e ATARI FILES SUIT AGAINST BUSHNELL e SAFETY TEST THREAT QUIETED 
ATARI IN, SEGA OUT OF ARCADE CHAINS e KONAMI OPENS U.S. OFFICE e F.LEA DOESN'T FLY ¢ MOM BEATS 
BACK TAX e AMOA KEEPS ‘WATCH’ e NCMI GATHERING STEAM e APA ISSUES REPORT ON VIDEOS e 


SCHOOL PRINCIPALS APPROVE GAMES 








In what Midway attorney Sidney Katz 
called the “first major ruling on this 
issue,” the 7th Circuit Court of Appeals 
has upheld a lower court ruling that a 
Galaxian speed-up kit is a derivative 
work of the original Bally/Midway 
Galaxian. As such, the speed-up is 
entitled to the protection afforded 
derivatives of audio-visual works 
under copyright law, the court ruled. 

In affirming Midway’s earlier deci- 
sion over Artic International of New 
Jersey—the firm’s headquarters are in 
Taiwan—the three-judge panel first 
confirmed the copyrightability of 
video games under the 1976 
Copyright Act, then upheld the right of 
the manufacturer to maintain control 
over speed-up kits. The panel said that 
right was due because “there is a big 
demand for speeded-up video 
games.” 

Midway first filed its suit against Artic 
when it found that company exhibiting 
speed-up kits for Galaxian during the 
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1980 Amusement and Music Operators 
Show. 

Affirming a video game copyright 
owner's exclusive right to make deriv- 
atives of its games, the court called the 
manufacturer of unauthorized speed- 
up kits a “direct” infringer. Artic was 
ruled a “contributory” infringer for 
selling the enhancement circuit 
boards. 

The court noted Section 101 of the 
1976 Copyright Act may not make it 
obvious that a speeded-up video 
game is a derivative work, but added 
that “the current rage for video games 
was not anticipated in 1976, and...the 
amount by which the language of 
Section 101 must be stretched to 
accommodate speeded-up video 
games is, we believe, within the limits 
within which Congress wanted the 
new Act to operate.” e 


ATARI FILES 
SUIT AGAINST 
BUSHNELL 


Everyone in the video game business 
knows that Nolan Bushnell moves 
quickly. He’s not one to sit back and 
watch the high tech entertainment 
industry pass him by. 

But the principals at Atari, the com- 
pany Bushnell founded in 1972 and 
sold to Warner Communications in 
1976, think Bushnell is moving a little 
too quickly, and they are asking the 
California courts to hold him back. 

Atari filed suit against Bushnell, his 
partner Joe Keenan, and several of 
their corporate voices, contending 
they have breached their agreement 
not to compete with Atari in the video 
game business, an agreement 
included in the $15 million Warner 





deal for Atari. The suit, filed April 7 in 
the California Superior Court in Santa 
Clara, seeks an injunction and unspec- 
ified damages against Bushnell. 

The Atari claim stems from Bushnell’s 
unabashed progress toward market- 
ing games when the non-compete 
agreement expires in October. Bush- 
nell has already announced the name 
of hisnew game producing firm, Sente 
(which, interestingly enough, is an 
answer to the expression “Atari” in the 
Japanese game Go). He has also 
gathered additional companies and 
people—many of whom were formerly 
employed at Atari—in support of that 
effort. 

Bushnell has openly broadcast his 
plans to make video games, Atan 
charges, and in making those 
statements has “intentionally and 
purposefully” advertised and solicited 
customers for his intended business. 

The suit points to Bushnell’s recent 
acquisition of Videa Inc.—a firm it says 
Bushnell founded with three other Atari 
engineers—the company which will 
be the research and development 
arm of Sente. Videa already has a 
contract to develop a video game for 
D. Gottlieb & Co., the Chicago coin-op 
manufacturer. 

The suit also names Androbot, Bush- 
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Midway’s Galaga was the Number Nine game in the Play Meter 
Equipment Poll. And distibutors were busy selling hot games One 
through Eight. One year later Galaga is still a top-earning game and 
those flash-in-the pans are no more. 


Central Distributing is a games expert. We didn’t base our advice back 
then and we don’t do it today on an overstocked inventory. We aren’t 
trying to sell you on One through Eight because that’s what’s supposed 
to be hot today. We want to sell you what you need to make money, 
games like Galaga. 


So, when youre looking for today’s hottet game at the best possible 
price, shop elsewhere. That’s not us. But, when you're looking for 
solid advice and games that don’t go poof in the night, come see us. 


CENTRAL 


Distributing Company 


3814 Farnam St. © Omaha, Nebraska 68131 


402/553-5300 














nell’s consumer robot company. 
“Atari, and Bushnell personally, were 
engaged in research and develop- 
ment in robotics,” the suit reads, “and 
were attempting to develop consumer 
or personal robots. Atari continues to 
be engaged in such research and 
development.” 

Meanwhile, Bushnell’s current 
major corporate effort, Chuck E. 
Cheese’s Pizza Time Theatre, has 


been under attack on Wall Street. The 
over-the-counter stock has dropped to 
half its value of a year ago. And when 
the company announced its first quar- 
ter earnings for 1983 would reflect a 20 
percent drop in average sales for its 
more than 200 locations, several stock 
watchers took the opportunity to pre- 
dict bad days ahead forthe company. 

Dennis Furst, stock analyst with Los 
Angeles-based Bateman, Eichler, Hill, 





Pizza Gameroom Tokens 
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logy 388-6929. 
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PIZZARCADE , 
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Van Brook of Lexington, Inc. 


P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 
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Richards, told the Wall Street Journal 
that Pizza Time is “cannibalizing” itself 
in California by building stores too 
near each other. 

F. Van Kasper, a San Francisco 
broker, said video games/restaurant 
competition is so tough in California 
that some locations have begun 
Offering free games in accordance 
with food purchases. 

Syndicated columnist Dan Dorfman 
of the Chicago Tribune asked, “What's 
the appeal of an inordinately high- 
cost video arcade? Since you're 
essentially paying 50 percent more for 
pizza...is this a business that makes 
sense?” (Bushnell responded, “Can 
anyone believe that I can’t make 
money in the video game business? 
Remember, I wrote the book.”) 

“It's not quite the tragedy it might 
appear,’ Pizza Time President Keenan 
told Play Meter. “For example, our 
second store in San Jose has been 
averaging $34,000 a month before we 
added four more stores in the Santa 
Clara area. That store is now aver- 
aging $26,000 a month. But the break- 
even is $15,000. So, you see, it is still 
quite profitable.” 

Keenan agreed the company is 
suffering from increased competi- 
tion—there are 23 pizza/games 
operations in the Dallas/Ft. Worth 
area alone—and from its own expan- 
sion practices. 

“In the future, we will not build stores 
so close to each other,” he com- 
mented. ® 


SAFETY TEST 
THREAT 
QUIETED 


Industry executives rushed to Portland 
in late March to keep 4,000 videos 
from being shut down by directive of 
the acting city electrical inspector, 
Alan Cassidy. 

Earlier, the city inspector had given 
operators just 30 days to get their video 
games safety tested or face expulsion 
of the games from locations. 

“We're on hold for the time being,” 
sighed a relieved Bob Hasson, a dis- 
tributor/operator who does the bulk of 
his business in Portland. Hasson 
appeared at the March 24 “Early Bird” 
seminar at the Amusement Operators 
Expo in Chicago to ask manufacturers 
to address the problem. 
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TOP VIDEOS 
Arcade Locations 


Twnety-one of 36 videos (58%) with a response rate 
over ten percent have above average performances. 


Rating 

June 1 May15 Mayl 
1. Pole Position/Atari ........ 100.0 100.0 100.0 

* 2. Star Trek/Sega............. 72.6 78.0 _ 
* 3. Millipede/Atari ............ 71.6 60.1 62.7 
* 4. Time Pilot/Centurl ......... 68.9 65.0 71.7 
* 5. Mr. Do!/Universal .......... 67.8 63.2 66.6 
* 6. Xevious/Atari.............. 67.3 69.1 76.5 
7. Q’bert/Gottlieb ............ 65.5 68.0 65.3 
8. Galaga/Bally.............. 60.1 58.5 54.7 
* 9. Baby Pac-Man/Bally....... 59.6 61.6 57.7 
10. Ms. Pac-Man/Bally......... 58.1 ~ 58.6 
11. Popeye/Nintendo.......... 57.4 61.5 62.4 

Provisionally Rated Videos 


(Above average performing games, with 
a response rate between 10—25%) 


Arcade Locations 


Rating 

Provisional Ratings June 1 saab 15 or l 
Mappy/Baliv: fo. 5 sob es. 86.1 
Congo Bongo/Sega.......... 78.5 _ ~ 
Mad Planets/Gottlieb........ 76.7 _ - 
Food Fight/Atarl ............. 73 — = 
Sinistar/Williams ............ 68.9 _ _ 
Zoo Keeper/Taito ............ 63.1 _ = 
Domino Man/Bally........... 59.6 _ ~ 
Buck Rogers/Sega........... 59.0 _ - 
Bagman/Sterm.... 2 o).6- is. 58.6 84.1 72.5 
Quantum/Atari .............. 57.0 - 62.8 

TOP PINBALLS 


Arcade & Street Locations 


Five of 14 pinballs (36%) with a response rate over 
ten percent have above average performances. 


Rating 
June 1 May15 Mayl1 
1. Q’bert’s Quest/Gottlieb... 100.0 123.0 97.9 
2. Eight Ball/Bally .......... 88.3 100.0 100.0 


Provisionally Rated Pinballs 
(Above average performing games, with 
a response rate between 10—25%) 


Rating 


Provisional Ratings June 1 mk: dg macy l 
Super Orbit/Gottlieb ......... 94.6 

Royal Flush/Gottlieb......... 87.7 — _ 
Punk/Gottlieb................ 70.0 82.0 = 


o's e's 's's see's see e's sss ees ss ee ss es Ss es e's e's‘ 


+ + + 
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TOP VIDEOS 
Street Locations 


Twelve of 24 videos (50%) with a response rate over 
ten percent have above average performances. 


Rating 
June 1 Mayl15 May l1 
1. Pole Position/Atari ........ 100.0 100.0 146.3 
2. Time Pilot/Centuri ......... 77.9 72.6 118.9 
3. Mr. Do!/Universal .......... 76.5 80.1 100.0 
4. Q‘bert/Gottlieb ............ 69.7 67.0 92.3 
5. Galaga/Bally.............. 68.2 71.3 94.8 
6. Ms. Pac-Man/Bally ........ 64.6 63.0 87.4 
7. Moon Patrol/Williams ..... 63.6 — 85.9 
8. Popeye/Nintendo.......... 58.9 ~ 90.2 
Provisionally Rated Videos 
(Above average performing games, with 
a response rate between 10—25%) 
Street Locations 
Rating 
Provisional Ratings June 1 May 15 mar l 
Xevious/Atari................ 67.3 77.8 
Front Line/TaHo 6 naka: 66.7 77.9 94.5 
Millipede/Atari .............. 63.8 73.5 85.5 
Baby Pac-Man/Bally ......... 61.9 76.5 88.4 


NOTICE: The sole purpose of this survey is to 
determine on a regular basis the top performing 
games in the country. Any attempt to use the results 
of this survey for any other purpose is unauthorized, 
wrongful, and misleading. 


* Conditionally Rated—Weekly average 
based on less than 50% response rate. 





Poll Information 


Here are the top videos and top pinballs making above 
average performance nationwide. Each game’ss rating 
represents its average performance as compared to the 
top game's average in that category. Averages are 
compiled by Play Meter through its operator survey and 
are for games that are currently (within the last six months) 
being marketed in the United States. Games with less than 
adequate responses (less than 50 percent) but with above 
average performdnces are so noted. Games not 
appearing either (1) did not generate over a 10 percent 
response rate or (2) did not register a performance above 
the national average. Operator/readers who would like to 
join the ever-growing numbers of readers participating 
currently in the survey, write: Play Meter, Equipment Poll, 


PO. Box 24170 New Orleans 70184 
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EFFECTS 


$2195 with ticket 
mechanism 


Wild electronic age 
sound system that you 
can customize to fit 
your location. 


Skillfully hitting the Hold contests; give 


moving target doubles 
the value of the ball 
score. 


prizes, free games, or 
“HAPPY HOUR’ spe- 
cials with this operator 
controlled scoring 
system. 


Ge 390 Java Drive, Sunnyvale, CA 94086 - (408) 734-9410. Telex 357-499. 


Ireland, Ltd. Gortlandroe Industrial Estate Unit 8. Nenagh, County Tipperary, Ireland Tel 067-34555. 


Ee 
Telex 70009. 








THE GAME: 


The player manuevers 
Bagman through various 
mine shafts picking up 
money bags and placing 
them in the wheelbarrow at 
the surface of the mine. 


A time controlled bonus is 
awarded upon placing the 
money bag in the 
wheelbarrow. 


While climbing through the 
mine shafts, Bagman must 
avoid pursuing guards, the 
moving ore carts and the 
moving elevator. 


Bagman can temporarily 
defend himself by using a 
pickax or dropping a money 
bag on the pursuing 
guards. 


Licensed from 
S.A. Valadon Automation, France 


Bagman is moved 
horizontally and vertically 
by 4-way joystick. 


The action button is used tc 
make the Bagman perform 
the other tasks: 





M Pick-up and drop the 
money bag 





M@ Pick-up and drop the 
pickax 





Grab and release the 
ceiling beam to avoid 
the ore carts 





Placing a money bag in 
wheelbarrow 





Pick-up and drop the 
wheelbarrow 

















According to Hasson, his plea was 
heard. 

“Several manufacturers contacted 
the city informing them they were 
working on getting UL listed,” he told 
Play Meter. 

Underwriter’s Laboratories (UL) is 
one of about four testing labs recog- 
nized by several cities and states 
nationwide that require testing on the 
safety of equipment manufactured for 
consumer use. 

An inspector from the Chicago area 
office of UL said the firm isan indepen- 
dent not-for-profit organization that 
tests products to assure they are free 
from problems that can result in shock, 
fire, or personal injury. He said that 
office has not tested any games yet, 
but the results of such tests would be 
privileged information to the manu- 
facturer paying for the testing. 

“However, if there was a major pro- 
blem with a product on the market, the 
public would find out,” he said. “We 
would issue a news release.” 

Bob Prinzing of Williams Electronics 
said his company has been working 
on getting its games UL listed for more 
than a year. He said manufacturers 
would like a generic listing with UL, so 
that each new model would not have 
to go through the preliminary review 
process. 

“It is quite lengthy and quite costly to 
get just one game listed.” He said 
Williams had already spent more than 
$100,000 in its preliminary efforts with 
UL. 

Inspired by a shutdown of videos a 
couple of years ago in San Francisco, 
Atari is submitting its games for UL 
approval. “It’s costly and time con- 
suming,” Don Osborne confirmed. 

According to Jim Jarocki, Bally/ 
Midway has been moving toward 
getting its games safety tested, too. In 
Portland, Bally conferred with the UL 
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office before it joined in the effort to 
convince the city not to close down 
video game operations. 

When the city’s 30-day limit expired, 
no games had UL listed stickers. But the 
city’s insistence had been quieted and 
manufacturers say they are looking 
for reasonable means to get their 
games listed by an appropriate safety 
testing laboratory. * 


ATARI IN, 
SEGA OUT OF 
ARCADE CHAINS 


While the debate rages as to whether 
coin-op manufacturers should be 


THE WORLD'S 
MOST SOUGHT 
ATR RCA 
IECES, AND THE 
INDUSTRIES MOST 
SOUGHT AFTER 


SOURCE 


THE TREND FOR 1983 WILL BE ARCADE SPECIALTIES. 
WE HAVE THE LARGEST SELECTIONS OF NEW AND EXCITING GAMES. 


Shooting Guns 
Shooting Galleries 
Target Bowling Alleys 


Happy Feet 
Palm Readers 
Handwriting Analyzers 


Excuse Booths 
Money Machines 
Fun Mirrors 


Arm Wrestlers 
Water Games 
Bio-Rhythms 


Astrologies 
Vendors 


AMERI€GAN AREADE SPECIALTY C9. 





524 2ND STREET 


e ROCK ISLAND, ILLINOIS 61201 


(309) 788-2962 
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arcade operators, Atari Inc. and Sega 
Enterprises have made significant, 
though opposite, moves in the area. 
Atari is getting in; Sega is getting out. 

Late in April, Atari announced it 
bought Magna/Fun, a chain that 
operates 40 Space Port arcades 
nationwide. 

In making the announcement, Atari 
hinted at increased arcade develop- 
ment in the immediate future. Noting 


DESIGNATED HIT 


he was impressed with the manage- 
ment philosophy of Magna/Fun, John 
Farrand announced he would retain 
the services of the firm's two principals, 
Mark Rodstein and James Ginsberg. 
He also said he looks forward to 
“developing that philosophy to its 
fullest extent as will be demonstrated 
later this year.” 

Atari's entrance into the operation 
aspect of the industry has been cdu- 








With the Bases Loaded in Video Markets, 
Your Game Plan Could Use a New Pitch 


The competitive technology in elec- 
tronic video products has begun to 
saturate the market, and you may be feel- 
ing the pinch. If so, we ve got a product 
that can put you on first base with new 
and existing customers, and help you get 
more mileage from your sales calls. It's 
the remarkable SUPERSCAN 
display console from Superscope, a ver- 
satile, self-contained information system 
that s economical and easy to use. 
Whether sold or leased, the 
SUPERSCAN console can effectively 
meet your customers merchandising 
needs and virtually eliminate the expense 
of throwaway signage. 

The name of the game is communica- 
tion, whether it's advertising, promotions, 
point-of-sale merchandising or information 
vital to the business. Anything your 
customer needs to tell his clients can be 
said best with a SUPERSCAN console, 
and its eye-catching graphics can work for 
him 24 hours a day. 

The SUPERSCAN console is the most 
advanced self-contained system on the 
market. It s completely portable and can 
be used anywhere, even on the wall. Our 


easy-to-use built-in keyboard allows it to 
be programmed, corrected or updated on 
the spot. Messages can be stored and in- 
put via magnetic tape, using a portable 
cassette recorder. We also provide fac- 
tory reprogrammable plug-in memory 
modules which can contain permanent 
messages of up to 200 words. 

The SUPERSCAN console can be 
your ticket to a brand new ball game in 
your vending operations. It's backed by a 
two-year limited warranty (the longest in 
the industry), and if anything ever goes 
wrong, we ll repair or replace it. We also 
offer technical assistance and custom 
programming through our toll free 
WATS line. 

In today s crowded market, the 
SUPERSCAN display console can give 
you a winning edge. It offers the most 
features and the greatest flexibility at a 
price far below that of comparable 
systems. Give us a call (toll-free 
1-800-438-7023) and let us show you 
what a hit the SUPERSCAN console can 


make in your business. 


SUPERSCAN creck. 


MARANTZ PIANO COMPANY, INC. 
Box 460 ¢ Morganton, North Carolina 28655 ¢ (704) 437-7135 
SUPERSCAN is a trademark owned by SUPERSCOPE, INC., for its visual display components. MARANTZ is a 


subsidiary of Superscope, Inc., a NYSE company. 
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tious and quiet. Although the 
company will not release information 
about its arcade operation, it is known 
that Atari owns arcades in airports 
and hotels. The intent to pursue more 
arcade locations became obvious last 
October when Atari hired Dick Rey- 
nolds to develop the arcade opera- 
tions effort. 

Meanwhile, Sega disposed of its 13 
Sega Center Family Amusements 
arcades, saying it wanted to ‘direct its 
resources’ to designing, manufac- 
turing, and selling its coin-op and con- 
sumer electronics products. 

“The company has decided to 
redirect its manpower and money,” 
said Sega legal counsel Robert Kupec. 

But Tom McAuliffe of Time Out, the 
national arcade chain that bought the 
Sega Centers—11 in Los Angeles, two 
in San Diego—said that a 15 to 30 
percent drop in attendance nation- 
wide has contributed to some arcade 
owners’ loss of infatuation with their 
businesses. 

“This is not the way we choose to 
expand,” McAuliffe said of the now 82- 
store arcade operations firm started 
by Tico Bonomo in 1969. “It's expen- 
sive to expand this way. But we have 
believed since 1979 that things would 
even out at some point, and we put 
ourselves in position to take advan- 
tage of situations like this that occur in 
a fallout.” e 


KONAMI OPENS 
U.S. OFFICE 





Koichi Ichiki 


Konami Industry Co., the Japanese 
firm that has spawned some of the 
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CLEVELAND COIN 
CHOOSES TO BE BULLISH 
IN 1983 








Call today to be on our 
Special Mailing List for 
games, kits, and industry developments 


CLEVELAND COIN 
INTERNATIONAL 


Experts with your investment in the coin machine industry 


Call us for our complete selection of new and used equipment at competitive prices. 


Send for our list of closeout specials in the “Cleveland Coin Journal” Top Ten. 


17000 South Waterloo Rd. 7029 Huntley Rd. 848 - G Nandino Blvd. 
Cleveland, Ohio 44110 Columbus, Ohio 43229 Melbourne Industrial Park 
216/692-0960 614/846-8590 Lexington, Kentucky 40511 


(606) 231-8996 


Outside Ohio toll-free 1-800-321-2778, 1-800-321-2779 
In Ohio tolJ-free 1-800-362-1296 


“We welcome overseas inquiries” 
Telex: 241554 





Standard’s COMPUTER Changers 


provide 
amusement : 
operators with | | er 


...more Capacity 
...more flexibility 
...more protection 


than any other 
bill changers 
ever built 





MODEL PSS8415 


= They can change $1 bills or $5 bills, or both $1 and $5 
bills, plus quarters, and even accumulate dimes and 
nickels to 25¢. 


= They can return quarters or tokens (from 1 to 124 per 
vend). Owners can change the number of coins or 
tokens dispensed with a simple switch. 


Available in models with 1, 2, 3 or 4 bulk-loading 
direct-action hoppers. 


They can hold from 3,200 to 12,800 ($800 to $3,200) 
quarters or tokens of similar size. 


Handsome heavy steel maximum security cabinets are 
finished in rich brown with wood grain paneling, 
lighted cap kit and separate locked storage is in base. 





Standard Change-Makers limited 2-year warranty. Both the 
COMPUTER Changers are changers and their money can be 
micro-processor controlled. They insured under a special policy written 
add, subtract, totalize, accumulate, by one of the nation’s leading 
audit every transaction and even insurance companies. For full 
self-diagnose problems. A 6-digit information and prices on these 
read-out provides the information. versatile new bill changers, call or 
COMPUTER Changers carry a write today. 


tandard 
Change-Makers 


422 E. New York St. 

Indianapolis, IN 46202 

Tel. (317) 639-3423 + Telex STANCHANGE IND 276073 
Sales offices and complete factory service centers in 
Indianapolis, Los Angeles, Philadelphia and Montreal. 
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coin-up industry’s successful video 
games, opened a stateside office. 

The creator of the current Centuri 
hit, Time Pilot, opened its American 
branch in Torrance, California, just 
outside of Los Angeles. 

Koichi Ichiki, former manager of the 
foreign trade department at the 
Konami home office in Osaka, Japan, 
has been assigned president of the 
American branch. 

Ichiki said Konami's primary busi- 
ness will continue to be licensing video 
games to manufacturing concerns in 
the US., an activity which currently 
accounts for 60 percent of the firm's 
annual revenues. He said the new 
office will enable Konami to establish 
better communications with its USS. 
customers in the coin-op field, as well 
as serve as a basis for more licensing 
activity to consumer video game pro- 
ducers. 

Ichiki said his personal efforts in his 
initial months in the US. centered 
around researching the American 
market. 

He added that he had two Konami 
pieces that will soon be licensed to 
American manufacturers. Konami's 
latest licensing agreement is with 
Centuri for its Gyruss, a space wars 
game shown by the Hialeah, Florida, 
manufacturer at the recent Amuse- 
ment Operators Expo ‘83. ® 





F. LEA 
DOESN'T 
FLY 


Saying their Mr. F. Lea didn't take off, 
executives at Pacific Novelty closed 
the doors on their manufacturing 
venture. 

“It didn't take off as an upright, and 
we decided not to produce it as a kit,” 
said Bernard Stolar, product man- 
ager. 

Instead, the Marina del Rey, Califor- 
nia, firm liquidated its assets which 
include an inventory of games and 
parts and some licensing rights. 
However, President Brian Semler con- 
firmed, rights to royalties from Pacific 
Novelty’s licensing agreement with 
Atari for the home version of Mr. F. Lea 
were not included in the liquidation. 

Semler stressed the firm chose to 
liquidate rather than file for bank- 
ruptcy “for the benefit of our creditors,” 
indicating the April 1 4 liquidation con- 
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“Thank God, | had the “Maybe we shoulda 
foresight to go to Monroe.” gone to Monroe.” 


If youre in this business for 
the long term, you should talk to... 


MONROE 
DISTRIBUTING, INC. 


2999 Payne Ave. IN OHIO — 4820 Industry Dr. 
Cleveland, OH 44114 Cincinnati, OH 45014 
(216) 781-4600 (513) 829-7400 

1-800/321-3072 
— IN FLORIDA — 
Palmetto Lakes Industrial Park Regency Industrial Park 
5301 N.W. 161 St. 10705-12 Rocket Blvd. 
Hialeah Lakes, FL 33014 Orlando, FL 32809 
(305) 625-6666 (305) 857-1181 


Export inquiries welcome. 


ducted by the Credit Managers Asso- 
ciation of Los Angeles enabled credi- 
tors to “receive a fair share of the 
estate.” 





Pacific Novelty’s demise came 
during its third year as a coin-op man- 
ufacturer. Before Mr. F. Lea, the com- 
pany offered Deep Death in January 


1981, Thiefin January 1982,and NATO 
Defense in June 1982. 

Semler indicated he has continuing 
interests in the coin-op industry, includ- 
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New! 
Everyone Plays 


@ Real Bowling Alley Sounds and Actions 


@ Everyone From Toddlers to Retirees 
Can Play and Enjoy “Ten Pins” 


| © Companion Piece to High Ball Alley 
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The Norton Company, Inc. 
4910 W. Linebaugh Ave., Tampa, FL 33624 
(813) 962-4012 


New York's premier distributorship 
with branch offices in 
Hartford, Connecticut and Baton Rouge, Louisiana 


COIN MACHINE 
DISTRIBUTORS, INC. 


425 Fairview Park Drive @ Elmsford, NY 10523 
914/347-3777 @ 212/538-1285 (NY City) 
516/222-4540 (Long Island) 


TOLL-FREE: 800/431-2112 (in NJ & CT) 


304 Murphy Road 11800-14 Industriaplex Blvd. 
Hartford, CT 06114 Baton Rouge, LA 70810 
203/278-6626 504/291-5050 
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ing part ownership of the State arcade 
in Santa Clara, California. e 


MOM BEATS 
BACK TAX 


Operators in Minnesota have derailed 
proposed legislation that would have 
allowed cities to impose gross receipt 
taxes on arcades. 

The controversial bill, soonsored by 
Senator Neil Dieterich of St. Paul, was 
backed by the Minnesota League of 
Cities. At least three of the cities are 
being sued for attempting to levy 
license fees of up to $200 per game. 

The bill proposed to allow cities to 
grant video “franchises” to businesses 
that offered 10 or more coin-op 
games. Franchising would be similar 
to licensing, but would allow imposi- 
tion of fees designed to raise revenues 
for Minnesota cities hard-pressed for 
tax dollars, rather than just cover the 
cost of regulation. 

Martin Kallsen, president of the 
Music Operators of Minnesota, said 
the victory came because arcade 
operators showed up in force at a 
Senate subcommittee meeting to 
oppose the bill. They complained the 
franchising proposal was without 
precedent and would set the tone for 
governments to impose taxes on other 
types of businesses. 

Industry attorney Robert Latz 
pointed out that franchise taxes are 
limited to public utilities. 

“The League of Cities believes, like 
some other people, that this industry is 
a fatted calf just waiting to be taxed to 
solve everybody's financial problems,” 
Latz said. 

Dieterich himself killed the bill's 
chances for passage when he pro- 
posed it be postponed indefinitely. e 


AMOA 
KEEPS 
‘WATCH’ 


Amusement and Music Operators 
Association members started receiv- 
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The CAEcron Inc. 


Super Spring Expo Sale!!! 


New Arrivals: Conversions: 


Pole Position Time Pilot Mr. Do! 

Q-Bert Front Line Pac-Man Plus 

Popeye TLE) exexe l=) Valeo) tals] ace 

Buck Rogers Baby Pac-Man 
Best prices you will find. Call for a quote. 


‘ Full Service & Parts Department x 


Closeouts: wan C1-\ al Oxo) alal=Yeuc=\o MUL Uamelll al @xelanle)(=1¢> 


Game Room Design Specialists 
Defender 


| aan CIN MU h-¥e- Wer-U) mn Coler-WVar- (ale cle] E-3C-16 
Zaxxon | Com’ alame- lame) ol alelaieavale(-1em Cr-lanl- mm 


Star Castle 


N=} (5140) [0 fs) : 
SJoF-(ei- Ml afi clelice The Call is Free— 


Plus Many More. 1-800-848-GAME 
(Prices Subject to Change—Limited Quantities.) (Ohio 1-800-282-5414) 





Distributors of dependable new 


ee Change-Makers 


Computer Bill/Coin Changers 


¢ Change $1 bills, $5 bills or $1 and 
OF ) $5 bills and coins. 
Featuring: a fl Za meme ° Capacities up to 12,800 quarters, 


iy At = =F 16,000 nickels or 30,000 dimes or 
HIGH BALL LE / ee tokens of similar size. 
ad f, Meee © Micro-processor controlled. They 
| add, subtract, totalize, audit every 
transaction and diagnose and 
ae any problems on 6-Digit 
LED read-out. 
THE PREMIER TARGET BOWLING ALLEY - Available with 1, 2, 3 or 4 hoppers 
INTRODUCING: e TEN PINS in a variety of cabinets including 


floor consoles, front or 
e HAPPY HAMMER rear-loading wall-mounts. 
e HAPPY FEET 











ing issues of Industry Watch with each 
of their monthly editions of the Loca- 
tion Newsletter. 

Industry Watch, a program 
designed to furnish clarifying infor- 
mation on industry issues, will “assist 
operators, distributors, and manufac- 
turers with their licensing, ordinance, 
and taxation problems as well ds 
develop reference material for gen- 
eral industry use,” said J.D. Meacham 
of AMOA. 

The first Industry Watch paper 
arrived with the association’s March 
mailing and offered an interpretation 
of the section of the now famous Mes- 
quite, Texas, city ordinance regu- 
lating video games. The Mesquite 
ordinance instructed the police chief 
of the city to consider arcade license 
applicants in light of their potential 
“connections with criminal elements.” 

That ordinance was recently ruled 
unconstitutional upon review by the 
Sth Circuit Court of Appeals, but the 
“connections with criminal elements” 
section of it was upheld by the US. 
Supreme Court as a valid inclusion in 
a municipal ordinance. 

“The Watch will act as a clearing- 


WHAC-A-MOLE 


Experience counts! 

Our experience has been working for 
customers since 1970. Let our ex- 
perience work for you. 


Bob’s Space Racers, 427 15th Street 
Daytona Beach, Florida 32017 
(904) 677-0761 
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house for information drawn from all 
over the country on specific subjects 
and issues and will identify patterns of 
problems,” Meacham added. He said 
Industry Watch issues will “provide 
the insight needed for equitable solu- 
tions” to industry problems. 

The program will be headed by 
AMOA consultant Paul Corusy, se 
accountant and lawyer. 


NCMI 
GATHERING 
STEAM 


In three separate moves, the National 
Coin Machine Institute has announced 
it will hold an Industry Survival Semi- 
nar, appointed directors of three new 
regional councils, and released a 
survey of state laws affecting opera- 
tors. 

The “action workshop,” to be held 
June 22-24 in Orlando, Florida, will 
deal with problems confronting street 
operators at the state and grass roots 
levels, including the economics of the 
industry. 

“This seminar will look to the future 
of our industry,” said Van Myers, presi- 
dent of the trade association. “We'll 
focus on important new ideas in 
equipment, locations, and other issues 
which deeply affect every member of 
this industry.” 

The Institute announced the forma- 
tion of three new regional councils to 
help combat local industry legislative 
problems, councils composed of 
representatives of established state 
associations. The Northeast regional 
council will be chaired by Millie 
McCarthy who recently stepped down 
from her role as president of the New 
York State Coin Machine Association. 
A Southeast council will be headed by 
Tom Foley, chairman of the Maryland 
Amusement Operators Association. A 
Western team will be led by Dennis 
Loper, recently appointed chairman 
of the California Coin Machine Asso- 
ciation. 

A ‘First Survey of State Laws Affecting 
Amusement, Music, and Cigarette 
Operators” provides a state by state 
listing of fees and taxes currently in 
force that apply specifically to the 
coin-op industry. The report was com- 
piled, NCMI said, in light of the threat 
that 1983 would be a “very dangerous 
year for state legislative activity.” ¢@ 


APA ISSUES 
REPORT ON 
VIDEOS 


The American Planning Association, 
whose members include 21,000 state 
and local elected officials and plan- 
ners, issued a planning report titled 
“Regulating Video Games.” 

On the contention that video games 
reap “enormous profits,” the report 
details methods of regulating the 
“walk-in, teenage crowds” through 
ordinances that employ zoning or 
licensing to restrict establishments 
offering the games. 

The 30-page handbook is a refer- 
ence guide for decision makers for- 
mulating ordinances to regulate 





video games in order to minimize their 
“adverse” effects on neighborhoods. 

Martin Jaffe, author of the report, 
noted that “most of the ordinances 
limiting or prohibiting video games 
within municipalities have been 
enacted at the behest of angry 
parents.” He warned planners that 
“the crucial issue is to distinguish the 
legitimate planning issues from the 
moral issues and parental complaints 
that are at the heart of the contro- 
versy.” 

Jaffe discussed types of zoning used 
to regulate games: zoning by right 
(games subject to the general require- 
ments of the zoning ordinance), zoning 
as a conditional use (games subject to 
general administrative and design 
requirements of all the district’s con- 
ditional uses), zoning as a special use 
(games subject to more stringent 
requirements tailored to issues raised 
by use of video games), and zoning as 
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accessory use (games subject to addi- 
tional standards imposed as condi- 
tions of local approval). 

With the zoning types in mind, Jaffe 
offered enthusiastic support for 
devising special criteria to limit 
loitering, noise, litter, parking, hours, 
traffic, and vandalism that he asso- 
ciates with video games. 

Requiring arcade owners to get 
special permits that must be period- 
ically reviewed, ‘allows the commu- 
nity to tailor its regulations to special 
conditions that may arise or exist at a 
given video game arcade location, 
after the arcade has been in opera- 
tion for a while.” 

Jaffe pointed to licensing as an 
advantageous way to regulate 
arcades. 

“One benefit of licensing,” he writes, 
“is that it is temporary. While a zoning 
approval is generally good for the life 
of the land use, licenses must be 
renewed annually, allowing the com- 
munity to periodically review the 
machines’ use and their effects on the 
neighborhood.” 

Also, Jaffe contends, licensing is a 
better approach to regulating games 
because it “is broader in scope than 
the review of zoning permit applica- 
tions, offering the community addi- 
tional discretion in approving, deny- 
ing, or setting conditions on a pro- 
posed arcade or other video game 
machine installation.” 

Jaffe’s report concludes with an esti- 
mation of the constitutional objections 
raised against ordinances regulating 
video games. In this section. Edward 
Ziegler Jr, a law professor at the 
University of Dayton, offered com- 
ments on First and Fourteenth Amend- 
ment arguments used by coin-op 
people against ordinances. 

“Substantive due process and equal 
protection of the laws have been, and 
are likely to continue to be, the legal 
grounds used in the courts to chal- 
lenge restrictions on coin-operated 
video games,” Ziegler wrote. 


There must be, he suggested, “a 
legitimate public purpose to support 
regulation” or an ordinance will not 
withstand legal assault. 

Ziegler contends video games are 
unlikely subjects for First Amendment 
protection. 

He points to America’s Best Family 
Showplace Corp. vs. City of New York, 
noting that the US. District Court “char- 
acterized the games as pure enter- 
tainment, lacking any informational 
element necessary to invoke First 
Amendment protection.” 

“In any case,” he summarized, “the 
Supreme Court is unlikely to rule that 
coin-operated video games involve 
fundamental rights.” ° 


SCHOOL 
PRINCIPALS 
APPROVE GAMES 





The national Association of Elemen- 
tary School Principals issued a paper 
defending video games against 
attacks by U.S. Surgeon General C. 


Everett Koop. 


The educators call video games fun, 
and say they are useful in improving 
coordination and in making “all com- 
puters unthreatening.” 

“Many parents (and many of us at 
school) do feel concern about the 
amount of time—and money—some 
children devote to playing the tremen- 
dously popular arcade games,” the 
report begins. 

“Opponents” to Dr. Koop’s remarks 
that the games youngsters play most 
are thematically violent—according 
to the elementary principals associa- 
tion—say “video games...are simply 
convenient scapegoats for the range 
of social ills which cause youngsters to 
stray from constructive behavior. 

“To a degree the criticisms of Dr. 
Koop and others are surely justified. 
Psychologists say children can 
become emotionally, socially, and 
mentally impaired by single-minded 
attachment to any one activity. Video 
games played in excess can be 
damaging, just as total immersion in 
television or anything else—studying 
included—can be damaging,” the 
school administrators continued. 

“However, experts seem to agree for 
most of the time and for most children, 
video games can be not only exciting, 
colorful, fast-paced, and fun, but also 
beneficial—in improving coordi- 
nation and reflexes, stimulating a 
healthy sense of competition, and 
engaging children in an active event 
rather than a passive activity such as 
watching television. 

“Speaking strictly in terms of edu- 
cation, the most useful influence of 
computer games on children is they 
help make all computers unthreaten- 
ing (in contrast to the reaction of many 
adults today). 

“If our children are to stay abreast of 
the technological advances which 
are so rapidly engulfing our society, it 
is useful they learn to accept com- 
puters as routinely as we adults accept 
electric mixers and automobiles.” ¢ 
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May 20—22 
Music and Amusement Association 
of New York City Annual Convention, 
Concord Hotel, Kiamesha Lake, New 
York 

May 22—24 
Forum for Video Game Studies, 
sponsored by Atari, Harvard Uni- 
versity, Boston, MA 


June 1—4 
AMOTexas First Annual Convention 
and Exhibits, Austin Hyatt Hotel, 
Contact Don McCullough 512/454- 
8626 


June 2—5 
AMOT (Amusement & Music Opera- 
tors of Texas), Austin Hyatt Regency 


June 3—-5 
MAMA and MATCD Convention, 
Marriott's Tan-Tar-A Resort, Lake of 
the Ozarks,MO 


June 9—12 
Amusement and Music Operators of 
Tennessee, The Peabody, Memphis 


June 10—12 
Illinois Coin Machine Operators Asso- 
ciation, Holidmone (Holiday Inn 


e Increase your amusement takes by up to 30%. 
e Plan ahead, use our services to save you money. 
© Use a specialist in arcade design and layout. 


THE CALENDAR 


East) Springfield 


June 16—16 
OMAA’'s 1983 Exposition of Music 
and Games, Hyatt Regency, 
Columbus 


June 22—24 
The First Annual Industry Survival 
Seminar, sponsored by the National 
Coin Machine Institute, Inc. (NCMI), 
Marriott Hotel, Orlando, FL 


July 15—17 
Montana Coin Machine Operators 
Association, Bozeman 


July 25—29 

Tenth Annual Conference on Com- 
puter Graphics and Interactive Tech- 
niques, Conference Office: 1411 East 
Wacker Dr., Chicago, IL. Sponsored 
by the Association for Computing 
Machinery’s Special Interest Group 
on Computer Graphics, Engineering 
Society of Detroit, IEEE Technical 
Committee on Computer Graphics, 
and Eurographics. Detroit, Ml 


September 6—1 1 
North Carolina Coin Operators Asso- 
ciation (NCCOA) Convention and 





Trade Show, Hyatt House & Conven- 
tion Center, Winston-Salem, NC 


October 7—6 
Amusement and Music Operators of 
Virginia “Silver Jubilee” Trade Show, 
John Marshall Hotel, Richmond 


October 19—15 
Amusement Operators Western 
Conference, Biltmore Hotel, Los 
Angeles, CA, sponsored by Play 
Meter and managed by Conference 
Management Corp. 


October 13—16 
142th ENADA (National Exhibition of 
Automatic Amusement Machines) 
Congress Building, EUR, Rome 


October 13—16 
National Convention-Exhibit of 
Vending and Foodservice Manage- 
ment, McCormick Place, Chicago 


October 27—30 
AMOA Exposition 1983, The River- 
gate, New Orleans, LA, Hilton Hotel, 
headquarters 


November 18—20 
1983 IAAPA Trade Show, The River- 
gate, New Orleans, LA 





PADDLEWHEEL, N.O. 


ALAN SAFFRON (Full Service) Consultant 
3790 El Camino Real, Suite 251 ¢ Palo Alto, CA 94306 
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e Take advantage of our 14 + years 
experience in the amusement industry. 
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NERDLINERS 


In New Orleans, a combined 
effort by arcade and amusement 
center operators led to the defeat 
of a proposed ordinance to restrict 
schoolage children from visiting 
arcades during school hours. 
The city council rejected the 
ordinance, which would have 
affected only those operators 


within walking distance from 
area schools, because it did not 
clearly identify the operators in 
question. In making their decision, 
council members also noted that 
checking the ages of students 
would be difficult because many 
do not carry ID cards. 


* * * * * 


Betson Pacific is now the exclu- 
sive Southern California distribu- 
tor for the complete line of Rowe 
phonographs and vending 
equipment. The Betson Pacific 
department is being specially 
trained in the maintenance of 
Rowe product technology and is 
equipped with parts to support the 
line, the company said. 

“We believe that Rowe offers 
superior products and the most 
complete vending and phono- 
graph line available,” Betson’s 
Peter Betti said. 


* * * * * 


Bally Manufacturing Corp. has 
completed the purchase of the 
capital stock of Health & Tennis 
Corporation of America. Opera- 
ting approximately 280 health 
and fitness centers in the U.S. and 
Canada, HTCA is the largest 
organization of its kind and has a 
membership of more than 
1,000,000. 

The company’s revenues for the 
fiscal year ending July 1982 were 
approximately $205,000,000. 


* * * * * 


Dynamo Corporation will spon- 
sor 16 regional foosball tourna- 
ments and award nearly $50,000 
in guaranteed prize money lead- 
ing to a World Championship to 
be held November 19-21 in 
Chicago, according to Johnny 
Lott, director of sales and market- 
ing for Dynamo’s foosball pro- 
ducts. Regional championships 
will be held in major metropolitan 
areas nationwide and are sched- 
uled to begin in May. 
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Comprehensive tournament 
promotion kits for operators are 
available free of charge by call- 
ing a toll free “foosball hotline”: 
1/800/527-6054. The kits include 
step-by-step instructions, elimina- 
tion charts, and sign-up sheets. 


* * * * * 


In a study of Union, New Jersey's 
video game ordinance, the 
Community Betterment Commit- 
tee reviewed statistics from a 1982 
survey. Of the area students ques- 
tioned, more than 86 percent 
selected video games as the best 
way to curb vandalism in the 
community. 

The survey was part of the plan- 
ning board’s attempt to get 
student opinion on video games 
for recommendations to be made 
for a new township ordinance. 


* * * * * 


According to Teen-age Research 
Unlimited of Lake Forest, Illinois, 
only 29 percent of teenagers felt 
that their peers soend money on 
video games at the expense of 
records. The survey, which also 
shows which television shows 
teenagers watch, how they spend 
their free time, and what products 
they tend to buy, may be useful in 
making marketing strategy and 
media-buying decisions, accord- 
ing to Peter Zollo, TRU vice 
president. 


* * * * * 


More than 175 operators and 
guests attended the grand open- 
ing of the World Wide Distributors 
(a Chicago-based firm) branch 
office in St. Louis on March 15. 

Jerry Womble, branch manag- 
er, displayed the latest videos, 
pool tables, and jukeboxes, as 
well as used games, in the spa- 
cious showroom. 


* * * * * 


Bill Reiter has joined Sega 
Electronics Inc. as sales manager. 
Reiter formerly served as national 
accounts sales manager at Tomy 
Corporation and as director of 
new market development. Reiter 
also worked in various sales 
capacities at Mattel, Ideal Toy 
Company, and CBS. 


* * * * * 


Dr. James Cowan, elected to the 
board of directors of Bally Manu- 


facturing, is the current president 
of the United Hospital Medical 
Center in Newark, New Jersey. 
Cowan served asa member ofthe 
board of directors of Bally’s Park 
Place Inc. since 1981. 

Prior to his appointment, Cowan 
was a member of the boards of 
The American Medical Associa- 
tion and The American Public 
Health Association. 


* * * * * 


Stern Electronics Inc. has agreed 
to dllow Atari Ireland to 
manufacture and market Stern's 
video, Mazer Blazer, for western 
Europe and Canada. 

Stern will continue to manufac- 
ture the game for the U.S. market, 
however. The seven-figure agree- 
ment was reached at the Amuse- 
ment Operators Expo and marks 
the first time that Atari Ireland has 
licensed a game from a US. 
manufacturer. 


* * * * * 


Susan Bistline has been named 
director of communications for 
the Amusement Games Manu- 
facturers Association. Formerly 
with Building Service Contractors 
Association, Bistline also served 
for five years as president of 
Bistline Associates, a Washington, 
D.C., consulting firm, and has had 
communications, government 
relations, and copyright experi- 
ence. 


* * * * * 


Monroe Distributing Inc. of 
Florida was named exclusive 
Florida distributor of Dynamo’s 
Big D pool tables. 

A Cleveland-based firm, 
Monroe also has two offices in 
Florida and will distribute 
Dynamo’'s Pro-Bilt soccer tables as 
well. 


* * * * * 


James J. Bakula was appointed 
director of billiard products at 
Brunswick Division in an organi- 
zational change in the company. 

Bakula will head the billiards 
and games manufacturing, 
marketing, service, and an 
independent sales organization 
for the U.S. and Canada. 

A native of Milwaukee, Bakula 
joined Brunswick in 1960. 


—By Dawn Adorno 
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Frank Rutledge and Jim Pierce of Digital Controls 
pose with Little Casino. 


he Florida Amusement and 

| Vending Association recently 

held its annual convention in 

Tampa at the Curtis-Hixon Exhibi- 
tion Center. 

Though attendance was good 
on Saturday, exhibitors com- 
plained that Friday and Sunday 
morning showed a poor turnout. 

The location of the show came 
under fire, with complaints that 
Tampa is not an ideal location. 
“When the show was held in 
Orlando, there was a much better 
turnout,” one operator recalled. 


na aate 








John O'Connor, general manager of Monroe 
Distributing in Orlando; Bill Arden, general manager 
in Miami and Mark Struhs, of Dynamo, 


By Valerie Cognevich 


Tax proposal 

About 70 operators gathered at 
the general meeting to listen to 
explanations of the new tax law 
formulated by the state of Florida. 

“It's a can of worms that has 
been opened and is just a 
disaster,” said Larry Rosenquist, 
incoming president of the asso- 
ciation. 

Presently the law regards 
games as it does Hertz Rent-A- 
Cars. Hertz owns the cars and 


leases them to customers which is 
what 


a video game operator 


ean 


4 





’ ; 





4 
,4 


, / 
(ey A 


a 
: 


take a break from the FAVA show 
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Jim Kline and Mike Sickenberger represented 
Williams Electronics. 


does—he leases games to the 
location. 

Personal, tangible property in 
the state of Florida is not taxable 
when purchased, but the money 
collected for the rent is taxable. 
Operators now collect the tax from 
the location. 

This seems to be a point that leg- 
islators are missing, that video 
games are taxed. 

The proposed law would put a 
gross sales tax on the money the 
game takes in. The government 
likened video games to a movie 





Joe Gilbert, Bob Rhinehart, Stanley Seymour, Larry 
Rosenquist and Manley Lawson address operators 
on the tax laws being proposed. 
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John Margold of Bally and Jerry Lerner of Belam 
discuss the success of Bally's Mappy. 
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Bob Lentz (left) of Stern Electronics and Bob Haim (right) 
of Belam pause to talk with operators 


Steve and Barbara Speck. 





theater where a tax is paid with 
the admission price, and there is 
rental property involved (such as 
a projector). 

And it was correlated to bowling 
alleys where pinsetters are con- 
sidered lease property, and 
bowlers pay a certain percentage 
of tax on the alley they rent to 
bowl. 

With the new proposed law, an 
operator will still collect the same 
tax he is collecting from the 


location for his share of the money, 
but the location will also be liable 
to the government for his share of 
the gross receipts. The location will 
just include this money in his 
general gross receipts from the 
beer, etc. 


Registration fee 

Another section of the new law 
would put a $120 registration fee 
per game. However, FAVA 


lobbied to have this reduced to $5 
per game, and according to 
Stanley Seymour, outgoing presi- 
dent of the association, FAVA will 
continue to fight the proposed fee. 

“It's kind of like the ASCAP fee on 
jukeboxes,” Seymour recalled. 
“First it was $8 which didn't seem 
like a whole lot, but now it’s up to 
S50 per jukebox which is out- 
rageous. That is why we will fight 
this registration fee. All we are 
doing is trading dollars, arguing, 





Rainbow #1 clinches pool championship 





nee 


The Rainbow #1 team won the Valley 8-ball Florida 
Championship. Team members pictured with Carol 
Ranallo are: Jack Weaver, Wayne Pies, David Aldridge, 





om 


BC. Bass, and John Brown. 





Also with Carol Ranallo is the Rainbow #2 team: 
Jack Pfeifer, Randy Pavlik, Tom Graham, 
Jack Martin, and Al Massengale. 
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In conjunction with the FAVA 
show held in Tampa, the Florida 
finals of the Valley Company 8- 
ball pool league program was 
held. 

The nine teams playing for the 
championship were Sugar Shack 
#3A and #3B from Naples, Rain- 
bow #1 and #2 from Bradenton, 
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The Beer Pub from Sarasota, Bay 
South from Sarasota, Cue & Brew 
#2 and #4 from Naples, and LBJ 
from Naples. 


The two teams in the final round 
of play were Rainbow #1 and 
Rainbow #2 from the Rainbow 
Lounge owned by Carol Ranallo. 


Rainbow #1 clinched the cham- 
pionship of Florida. 

The top four teams in this tourna- 
ment will be invited to participate 
in the National 8-Ball Tournament 
to be held in Milwaukee the first 
part of June. Those teams will be 
Rainbow #1] and #2, Cue & Brew 
#2, and Sugar Shack #3B. e 
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Marcio Bonilla of Arachnid displays the company’s 
English Mark Darts. 


Rachel Bodenstein, daughter of Steve and Lynn, 





proves youre never too young 
to enjoy playing the games. 





and creating bureaucracy with 
this registration fee.” 

The members of the panel 
implored operators to get 


involved. Don't wait for the big 
guys to do all the work, it said, 


because there aren't that many 


big guys. But many smaller opera- 


tors could be the deciding factor 
on whether the bill passes. Opera- 
tors are urged to call their repre- 
sentatives and write letters. e 





How to stop punitive taxation 


(Ed. Note: Stan Pearson, presli- 
dent of A-1 Ashtray, isamember of 
FAVA and attended the general 
meeting when the tax proposal 
was discussed. ) 


The video game business is a 
world of its own. Many of your 
legislatures as well as the public 
think you have one foot on a gold 
mine and one hand in sin. At least 
they allow us one more foot and a 
hand with which we can correct 
our problems. Until now, brains 
haven't worked effectively. 

The Number One concern that's 
foremost on the minds of game 
operators is “Taxation by the 
game is going to kill us” and “State 
taxes on game income is our 
ruination.” These are the depress- 
ed sounds of game operators in 
every state I've visited. You are 
right. It is punitive and your legis- 
lators know it, but that’s not going 
to stop them. Have you ever been 
in front of a freight train going 90 
miles per hour and tried to stop it? 
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By Stan Pearson 


There’s no way, and there’s no way 
you can stop taxation...but we can 
slow it down. 

stop fighting a losing battle, and 
take a new approach. You've 
called your representatives and 
they sympathize with you. You've 
told them that you pay sales taxes 
on purchases, and youve told 
them that some games are not 
perennial favorites and earn only 
$5 to $50 a week, not hundreds of 
dollars a day as they might be- 
lieve. 

Well, what do you expect your 
legislature to do? Where is it going 
to get more funds to keep the state 
government from operating in the 
red? After all, the legislature has a 
business to run too, and youre 
sitting there with your games, 
telling them to sympathize with 
you and put more taxation on 
other things and other people. 
Come on, game operators! Obsti- 
nacy is relative to stupidity! Show 
them that you want to be fair with 
them, and you wantthem to be fair 


with the video game business. 
Here is what we need to recom- 
mend: 

As you Know, every corner store 
and service station wants to get 
into the video game _ business 
because they would like to make a 
little extra income without making 
an investment. You would be 
doing yourself a favor if you would 
do the following: Present a bill to 
increase the state permit tax per 
location and eliminate all other 
punitive taxation that would force 
us out of business. 

For example, increase the loca- 
tion permit tax from $25to $100 per 
year for one to 24 games, for 25 or 
more games charge $200 annu- 
ally per location. Let's take this 
new approach. Increase tax on 
the location, not the game. After 
all, we know whose pocket this 
comes out of. * 


(Pearson jokingly asks readers 
to not throw this article in the A-1 
ashtray!) 
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FORGET EVERYTHING YOU EVER HEARD ABOUT KIDDIE RIDES UNTIL NOW 


AUTOROVO IS NOW AVAILABLE FOR 
U.S. CUSTOMERS 


successful in Europe for 15 years 
now also built in Canada 













hydraulic rides, animals, trains, 
cars etc. all equipped with solid 
state board with proven reliability 
during the years 








save, buy direct from factory in 


cdn. dollars. You don’t pay Canadian 
taxes 


CONTACT US NOW 

for free documentation and find 
out why operators with experience 
appreciate our products 
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autorovo canada Itd. 


MANUFACTURERS AND OPERATORS OF COIN- 
OPERATED KIDDIE RIDES 


P.O. Box 668, Orillia, Ont. Canada L3V 6K5 (705) 325-4286 Benny Vos, President 











Low Cost 


Vo aver PKW- -3000 Portable PROM Programmer 


High reliability $995. 00 


RS 232 C/TTL level serial i‘ an 
interface provided as standard Compact 
Easy operation of external 
communication mode P 
The RAM-Buffer type programmer Portable 
exclusive for EPROM/EEPROM 
Many checks and protective ‘ ; . 
functions of devices 3) yr. W arrantee 
High quality results in superb cost 
performance 
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or their equivalents 
(Texas Instruments’ 2716 is not applicable) 












RAM CADaCHY 0 o40006eb sadn eencdiks Sha KK ond One ne 6k5OS EES ETRE RESET SEER EOS 8K bytes 
ean oc ueeeacenatneweeneoaes Hexadecimal 7 segment, LEDS-8 digits, (Address display - 4 digits, 
Command and data display-4 digits.) 
ROM SelechOlis o6sccrnvnscrdesrod dnd csedee vanes Combination of the settings of two slide switches. 
KeybOards<s<ssace cesar cneeeseteee cassie nese ee Command Keys-7, Data Keys-16, Reset Key-1. 
Ptornal 1iteriaCes ss 440042046 cae do0 enc cee waee sete see asc ees RS232C/TTL level Serial interface. 
DoS | ee er ee rrr se Te Tes ee. a 110, 300, 600, 1200, 2400, 4800 
Tape 1Ofmal cc ciccav ceded cre en ates eae nae ewes Intel HEX, Binary, Motorola MIKBUG, ASCII HEX 
Power VOWAGS 6 60.004. 6000. 666605 65505 1S 5S DOSS STS TORE EK ORES EO AC110V+10% 50/60Hz 
Die veacadencagneess 280mm(W) x 190mm(D) x 65mm(H) 11.0 inch(W) x 7.48 inch(D) x 2.56 inch(H) 





1.8Kg 3.97 lb 
460 Wildwood St. 


all functions self contained MA SCON A _ woburn. mao1801 USA 
: ———— JAJC Tel: 617-938-8950 
Telex: 95-1294 






no additional modules necessary. 
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Sega invited operators at the AOE 
to register to win a Star Trek. Bob 
Rosenbaum and two models picked 


Abloy Security Locks presented a special award to Coin Security Systems 
at the AOE in recognition for excellent service to the vending, music, and 
games industries by increasing customer awareness of the need to 


the winner, James L. EdlemanofSun- develop security systems. 


shine Video in Dearborne Heights, Pictured (from left) are Bill Lane, Abloy; Dave and Sam Gold, Coin 
Michigan. Security; and Jack Matthews, Abloy. 





With each purchase of five or more Tago kits between February | and 
March 15, operators qualified for a drawing for prizes at the AOE. Alan 
Rhodes (from left) and Tom Struhs of Tago, and David Pierson of Play 
Meter draw for the winners. 

Mel Kaufman of Betson won a trip to London, Mike McWilliams 
of General Leisure won a trip to Hawaii, Eddie Griffith of Monroe won a 
weekend at a resort, and Ron Rood of Southern Music won a dinner for 
two in his town. 


A special award was presented by 
FAVA to Jim Mullins by President 
Stanley Seymour. Mullins was a char- 
ter member of FAVA and the award 
was for his outstanding service to the 
Florida State Association. 
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IN THE UNITED STATES: 


IN CANADA AND EUROPE 


A 


ATARI 


BLAZES THE TRAIL AGAIL! 








* Atari is a trademark of Atari, Inc., 
A Warner Communications Company. 


Conceived and developed by the 
engineering department of STERN 
ELECTRONICS, INC. and its subsidiary 


UNIVERSAL RESEARCH LABORATORIES, INC. 








BS ZERISLSZER 






THE GAME 


Mazer Blazer combines the best of both worlds—the old- 
fashioned fun of a shooting gallery and state-of-the-art video 
technology. Cosmic attackers from outer space attempt to 
storm center base. To succeed they have to avoid constant 
fire from the ultimate weapon—a two-handled electronic 
laser with gun sight and dual destroy buttons. 

The invaders attack in waves. Next a bonus rack with a 
free-shooting field. Players can advance through a total of 
12 racks. Each rack presents a new exciting challenge. 
Starting with the 6th rack there is not just one, but two 
center bases. That means more ways for the cosmic attackers 
to get in and fewer ways to keep them out. 





SGP aa care by Arachnid 


The Originator S Electronic Darts 





INVEST IN THE GAME THAT GROWS 
MORE POPULAR — YEAR AFTER YEAR! 
IT WILL STILL BE ON LOCATION EARNING FOR 
YOU LONG AFTER OTHERS ARE LAID TO REST! 


per riivig 


On Target With 
High Earning Power 








Special Features 


One to four players 
Players may select one of eight different games of darts, quarter or fifty cent games 


The only coin operated game on the market offering the player a choice of quarter 
games or more challenging games for fifty cents, per player. 


Safety, plastic-tipped darts will not mar, nor damage game area. 
Lighted numbers around dart board. 


Self scoring, with LED displays. A revolutionary sealed switch matrix scoring system 
behind the dart face. 


Maintenance free, solid state operation. 
Microprocessor controlled with U.S. electronic components. 
Self test mode to completely test all lights, sounds and circuit boards. 


The 5000 series unit has been completely redesigned from its new top light for better 
game recognition and dart board illumination through the double coin mechanism door, 
an improved easy to remove coin box with larger coin capacity. 


Occupying only 24 square feet of floor space, English Mark Darts will open up locations 
where coin game earning power has yet to be tapped. Location owners who may feel 
that pinball and video games are inappropriate will welcome darts as an added feature 
for their patrons’ enjoyment. Whether placed in traditional locations or used to open 
new territories, English Mark Darts is a proven success. 





MARK BARTS 


by Arachnid, Inc. 


208 North Madison Street 
Rockford, Illinois 61104 
800/435-8319 or 815/962-3919 in Illinois 
TLX 270-57601 
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AMERICA’S LEADER. 


Ifit’s new and money making, We maintain the largest 
Kiddie Rides U.S.A. has it TAN ZcVANCODA MO LMUN SMe Lecrsi Om OLess) 
and has it FIRST. We represent money making rides in the 
the leading U.S. and European marketplace. Our selection is 
ride manufacturers. FIRST with unparalleled in the industry. 
hydraulics, and consistently Immediate delivery on 

FIRST in the Children’s most rides. 

Amusement Industry. 
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KIDDIE RIDES USA. 


11 years in the Children’s 


Best in service. Largest parts 
Amusement Industry. 


inventory in the business 
with 8 full time technicians to 
assist you. Call TOLL FREE 
for same day service and parts. 


We are NEVER UNDERSOLD! 
Lowest prices in the country. 
OU sicolanmercisiielamelclalaiale B 





KIDDIE RIDES USA” 


Kiddie Rides USA 
604 Main- Davenport IA 52803 
1-800-553-8000: TOLL FREE 





COINMAN INTERVIEW 





Alan Saffron 





Q. What are some promotions that you recommend? 

A. Personality promotions are good. If youcan get a local 
football star, baseball star, or even if there’s a local actor or 
actress in your city—or someone visiting your town—to 
visit your place, that’s usually a great promotion. Usuallya 
number of families come in, so you’ve got to think of some- 
thing that will appeal to them. 

Other promotions include giving a promotional gift to 
the high scorer of the week. The best promotional gift of all 
isa T-shirt with your arcade’s name on it. Whatever it cost 
you, you’re going to get it back on a continuing basis with 
the person who’s wearing it because he’s advertising your 
arcade all the time. Anything that you give away that you 
can get the name of your arcade on gives you an ongoing 
promotion. 

High school competitions are also important—some- 
thing that you can do on a continuing basis, almost every 
week. You can take advantage of wide-screen TVs and 
some kind of wide-screen promotion—have a room witha 
wide-screen TV. A great thing to show on the wide screen 
are old comedy movies—Laurel and Hardy, Buster 
Keaton, Charlie Chaplin, Abbot and Costello—a large 
percentage of them are available and everyone likes them. 
Also consider showing local sporting events. 

You've got to take every opportunity. Take advantage 
of all the holidays for promotions, and plan an activity 
which is associated with the holiday. Don’t let them go by. 


PLAY METER, June 1, 1983 


The key thing I’d say on promotions is to be aware of 


what’s happening around you, and take advantage of 


whatever you can. 


Q. Let’s discuss the basics of operating. What are the key 
factors in determining an arcade site? 

A. A person I met many, many years ago (who probably 
doesn’t even remember me) is Nolan Bushnell. He always 
said to me, “location, location, location.” They are the 
three factors, and I’ve discovered over the years in both 
strip arcades and free-standing arcades, location is pro- 
bably the most important factor. 


Research is also very important. There are many 
details that have to be taken into account. Even if you are 
lucky to pick the right site, you might have missed some 
important factors. 

Get a demographic study, a study on rent, and do 
some financial research. I’m not saying that you have to 
incur a major expense, but a minimal expense to ensure 
yourself that it is the right location. 


The next step is to approach the city. How the city 
reacts and the number of approvals required are very 
important these days. It isn’t just a matter of opening the 
door. 

This is where a lot of people fall down. Some are 
under the illusion that everyone loves arcades and their 
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arcade is going to be the greatest thing. Unfortunately, this 
is not the reality. A lot of parents, associations, and 
neighborhood groups are against arcades because they 
remember the arcades from yesteryear which have caused a 
bad reputation. 

So one of the most important things you’ve got to do 
is PR—public relations. Go to the city officials, parent 
groups, and neighborhood groups to sell those people on 
the idea that the industry has changed. What you want to 
bring to town is family fun, another activity that the whole 
family can do as a group outside of the many activities that 
they do already. 

Next, study the area. Find out how much competition 
is in the area, because sometimes there’s a point of over- 
saturation. 

Then do a financial study on potential profitability. 
Find out if you’re going to be able to get a good return on 
your money, and certainly it doesn’t happen that you'll bea 
millionaire overnight. 

Then you can commence the arduous task of getting 
the place open. 


Q. What are some considerations an operator should be 
aware of after he locates a site? 

A. Get an architectural plan done, even if it’s only a small 
strip arcade with 20-50 machines. 

The first thing you should do just prior to opening the 
doors is a small advertising campaign. Now, that doesn’t 
necessarily require major ads in newspapers, on the radio, 
etc. You can even do that with as small a thing as flyers... by 
going around and putting them into letter boxes. 

In the first weeks of being open, I personally would 
very strongly recommend getting associated with neigh- 
borhood groups, brother and sister organizations, scouts, 
little league teams, and getting some kind of commercial 
event happening with them. 

Your first few weeks in business are very important 
weeks. If you get past them, the neighborhood will believe 
everything that you’ve been saying to them. Everything 
you’ve said to the community before has only been words; 


if you can carry them out with actions in the first month or 
two, then I think you’ve got a fairly established business. 


Q. How can an operator assess the value of an existing 
arcade in terms of buying and selling? What should the 
buyer look for? 

A. Takings are the key thing. Find out what the arcade is 
taking, the condition of the arcade, the number of 
machines, and the expenses. Go to the local neighborhood 
groups, the local city council, and the police department to 
find out the reputation of the arcade. The worst thing in the 
world is to buy into someone’s bad reputation, because you 
really have to start all over again, which ts difficult. 

Also, take into consideration the term of the lease, 
how firm itis, the rent, and what type of escalation clause is 
in the rent. 

Once you’ve done all of those things, work out 
whether you think his price is fair. A rule of thumb in deter- 
mining’a fair price for an arcade Is to add the gross takings 
of the machines for 26-30 weeks. If the machines are taking 
$2,000, the usual arcade price would be between $52,000 
and $60,000. 

You should, however, be carefully guided on that just 
like you would be if you were buying a used car. If when 
you look at the car, you find scratches all over it, a tire 
missing, and the muffler falling off, then obviously, it’s not 
worth the price listed in the blue book. 

So when an arcade owner sells his arcade, he’s got to 
take into consideration how he has maintained it. If it is in 
top condition, and he’s kept up to date with the machines, 
then he can get the maximum amount—30 times the gross 
takings per week. If he’s got a very good site and has had no 
problems with the city, he can, perhaps, add a little more to 
the price. 

That’s the way you calculate what you should sell your 
arcade for if you’re interested in buying and selling, and 
there are people who do that, by the way. 


Q. Are there any guidelines as to how an operator can 
project his earnings? 


Biography 


Arcade consultant Alan Saffron has been in the coin- 
op industry since 1968. Starting in Australia with a very 
small business, Saffron, by 1970, was operating about 100 
machines. 

He called his first company Vendomatic, which he 
built up until 1979, and also opened a chain of arcades 
called Fonzie’s, one of the first of the family oriented 
amusement center chains. 

After moving to the United States in 1979, he did 


some consulting work in New York for a number of 


smaller operators and then moved to Los Angeles where he 
opened an arcade on Venice Beach. 

He then moved to the Bay area to do a contract for 
Pizza Time Theatre for the northern California franchise, 
designing its game rooms and coordinating amusement 
activities. Saffron worked for Pizza Time until the end of 
1981, at the same time building an active consulting 
practice assisting approximately 40 clients. 

After advertising his hotline in Play Meter’s Directory 
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Issue, he received more than 200 inquiries. “It was just 
staggering the number of people who want a free-lance 
consultant. One of the things I found is that there are a lot 
of consultants in the industry, but they are usually attached 
to a distributor or manufacturer.”’ 

He is working on a book called The Golden Quarter 
which contains interviews with major manufacturers, 
distributors, and numerous city officials. “It will show the 
industry as a permanent industry, as an industry of today 
and of the future, and an industry that will gradually be, I 
believe, accepted by almost as many of the people as you 
can possibly get to accept anything,” Saffron noted. 

Saffron has done some consulting for Bally, and 
today has between 40 and 50 clients whom he keeps posted 
with industry news. 

In his interview, Saffron discusses, among other 
things, the planning involved in opening an arcade, pro- 
motion ideas, the buying and selling of existing arcades, 
and current trends in the industry. 
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Roger Williams 
Mint 


TOKENS 
COST LESS 


Here’s why: 


@ We're the largest manufacturer 
of tokens in the country. 

e You buy direct. 
There’s no middleman. 


e Immediate, same-day shipment on stock tokens and accessory items. 
@ Wide array of all necessary signs and stickers. 
@ Token mechs. (metal and plastic) @ Cradles and cradle kits 


e Expert technical advice and assistance. 
© Professional artwork and design service at NO CHARGE. 


MasterCard/Visa accepted. 


(ey Roger Williams Mint” 





Northwest Industrial Park, 79 Walton St., Attleboro, MA 02703 
617-226-3310 


WE'VE GOT THE TRAINING YOU'RE LOOKING FOR! 
Video Games? 


You'll receive “hands- 
on” training on Video 
Games, Electronic Pin- 

x ball Machines, Juke 


Boxes, T.V. Monitors & 
Micro Processor? 


Micro-Processors. 


T.V. Monitors? 


YES! 


For complete information call or write today! 


NEVADA GAMING SCHOOLS, INC. 
3100 Sirius Ave., Suite PM, Las Vegas, Nev. 89102 
(702) 873-2345 


« We’re Approved For 
The Training of Veterans 
Tuition Financing Plans 
Available 
Day and Evening Classes 
Starting Now 
Government Loans & 
Grants For Qualified 
Students 
Will Provide Placement 
Assistance Upon 
Graduation 


“Helping People Say Yes To Success Since 1972” 


Attention, Video Game Operators... 


Now All Of The 
Newest Games Are Available 
Direct From The Manufacturer 


AT DIRECT FACTORY PRICES! 


Convert your equipment quickly and 
easily with the latest, up-to-the min- 
ute printed circuit boards, all 100% 
legal for the United States Market! 


CALL OR TELEX FOR “DIRECT” PRICES! 


CENTURY CORP, K.K. 


(813) 587-0996- TELEX J25522 TFS INTER 


Address; Akasaka, P.O. General Delivery Minato-Ku Tokyo 107, Japan 


ALSO AVAILABLE: 


Power Supplies and 
Component Parts! 





A. You've got to do a thorough study. If you are qualified 
to do it yourself, that is , of course, the cheapest way. If not, 
you should hire an accountant or a consultant who is also 
qualified to do a financial projection. 

Your financial advisor must know whether the 
operator is buying the machines outright for cash or 
buying on finance, and if the distributor is cooperating 
with him. 

He’s got to learn the interest rate, term, how much the 
deposit will be on equipment, etc. 

You've got to analyze every single cost and try not to 
leave any stone unturned. Always be pessimistic about 
costs as well as gross takings. For example, if you read that 
a machine should take $180 per week, write down only 
$100 or $90 in your projections. Be very, very cautious in 
predicting your expected takings. And always calculate 
your expenses on the higher side. Then, in the end, if the 
bottom line profit is still good, you know you’re able to 
open a business. You’ve tried to calculate the worst case, so 
all you’ve got to look at is upward. 

You should also write down the cost and devalue the 
machine through the period of ownership. In some cases, if 
the machine is maintained well, it’s a high earner, and is 
still popular, it will maintain a higher percentage of its 
value. But, you can always, | think, expect your machines 
to depreciate depending on how much you paid for them. 

You don’t expect to get what you paid for them by any 
shot of the imagination. Video games are not like Rolls 
Royces. They will depreciate substantially, sometimes as 
much as 60 to 70 percent. 

Then again, you take into consideration the amount 
of earning power that the machine’s had and what the 
machine that you’re going to buy will create in new earning 
power. 

The most important factor is to work out earning 
power per square foot of space. If you put one video game 
in there and it’s earning X amount of dollars, and that 
amount is gradually reduced, that space needs some 
revitalization—something new on it to get back its earning 
power. 


Q. What about financing? How can an operator pursue 
the right financial backing? 

A. If you want to seek financing through a bank, or set up 
a partnership, do a financial study and verify it. There are 
many reports around that you can get of takings of 
machines to show the potential investor that you’ve done 
your homework and that you’ve prepared your financial 
figures. 

You should always be professional: have a type- 
written, well-presented, proofread report, and try to cover 
every expense. Expenses include all of the staff, the cost of 
electricity, tokens, machines, layout, carpeting, everything. 

Don’t just guess at these costs—get estimates. Get an 
estimate from the power company on the cost of electricity 
needed to run your arcade; get two or three contractors to 
estimate the cost of opening the arcade. Whatever your 
estimate of staff salaries is, always add 20 percent to it as a 
contingency cost. You might have to pay sick leave, 
holiday pay, raises, etc. If you add about 20 percent to your 
estimated salaries cost, you can be fairly safe. 

When I do my financial studies, I usually present 
about three pages of figures and five or six pages of com- 
pany notes. I’ve opened arcades throughout Australia, 
quite a number in the U.S., one in London, and I have a 
current contract to open one in Paris. I haven’t had a 
failure yet. 
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ANOTHER FIRST FOR CPC 


FINANCING CONVERSION KITS 
AS WELL AS NEW AND USED EQUIPMENT 


for 


DISTRIBUTORS and MANUFACTURERS 


New low rates! 

Monthly cash rebates based on volume! 

Option to distributors participating in the financing! 
Fixed rates for the entire term plus right to pre-pay 
with full rebate if rates go down! 


For direct, 
non-complicated answers, 
call PHILIP G. KASS at: 





CPC SERVICES, INC. 


141 South Central Avenue 
Hartsdale, New York 10530 


914/683-1144 
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Q. You discussed promotions earlier, but how do you feel 
about using tokens as a promotion? 

A. As everyone says, tokens are the best, of course, and 
most of the arcades I’ve opened use them. Tokens are a 
very good promotion because you can nominate the 
amount of value of each one. 

You can have token promotions too. Arcades can set 
up memberships, and members would get a free token or 
two along with some other promotional item, such as a T- 
shirt or gift, just for being members. 

I think tokens are in the industry to stay. One of the 
things that the token industry has got to do, however, is 
come down on prices a little. | remember when I was 
buying tokens for about 3 cents, and now they’re anywhere 
from 5 cents to 8 cents, unless you buy in vary large 
quantities. I think the token industry is going to realize that 
they’re turning out quite a large number of tokens, and 
they should be able to get their prices on more of an even 
level. 


Q. Is there anything an operator can do about token 
spillover? 

A. What can you do? The token manufacturers can create 
different size tokens, and you can adapt your machines to 
that size, thereby not having much spillover. As a matter of 
fact, if you have an unusual size, an unusual type of token, 
then you won’t have any spillover at all because your token 
is specifically designed and manufactured for your arcade. 
But then you’ve got to analyze the value of that method. 

That entails adjusting your coin slots and coin mechs. 
What is the cost of adjusting every coin slot and every coin 
mech in your arcade as opposed to the amount of spillover? 

The major spillover is usually within a 15-mile 
radius—within the same town. You're not really talking 
about people coming in from other cities with token 
spillover. 

It would be great if you could just get cooperation 
with the other arcades in the area. Find out what it costs 
them and what it costs you. Cooperation, I would suggest, 
is the best way to handle it. Unfortunately, other arcades in 
the city tend to frown on you because you're taking their 
business away, so they might not want to cooperate with 
you to any great extent. 

But, I suggest that unless it’s a point of saturation, 
there’s room for everyone, and competition is healthy. 


Q. What do you think the operator should consider in 
rotating or replacing games? 

A. This is definitely important. It’s like anything else: you 
rotate your car every couple of years, occasionally you get 
new pieces of furniture, you rotate your clothes. You get 
sick of them—and that’s why you get new things. So, 
obviously, it’s important to rotate games and buy into 
newer games. 

That’s another reason that some of the arcades of 
yesteryear (and even some today) got run-down. Person A 
will open an arcade today, and two years later, he’s still got 
the same machines in the arcade and hasn’t maintained 
them to any great extent. They get worn out in two years. 

People get sick of the games in two years, after one 
year, sometimes after one month. It just depends on the 
game and its popularity. But surely after two years, they 
are well and truly sick of them. 

As a result you just don’t have that many people 
coming in, and the arcade gets totally run-down and 
usually winds up closing or becoming a hangout place, 
which is a really negative part of the industry. 
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a2 tiger Cat” 
Bumper Pool Table 
For Quality 

You Can 
Count On! 


e Turns idle space into profit 

e Replaces non productive coin games 
e Provides steady income 

e Requires minimum service 

e Available now from your 

Valley Distributor 








PROVEN VALLEY FEATURES: 


Exclusive “Cheyenne Leather” Pionite® laminate; All-new 
reliable trap assembly; 50¢ pushchute; End-of-table ball 
returns; Stainless steel corner caps with Cougar symbol: 
Solid anodized aluminum bumpers with lively rubber rings; 
Redesigned legs with individual levelers; Italian slate play 
field with genuine green billiard cloth. 


THE VALLEY COMPANY 


Subsidiary of Kidde, Inc. 


P.O. Box 656, Bay City, MI 48707 e (517) 892-4536 
Sales “Hot Line”: (800) 248-2837eTELEX NO. 234218 











Q. How important is the local distributor? 

A. Rotating is important, keeping updated with machines 
is important, but most important is to keep a good 
relationship with the distributor. Pay the bills, buy the 
machines, arrange the financing so that you’ve got a good 
relationship with him so that you can trade in with him. 


Q. What do you recommend as far as maximums and 
minimums of square footage per machine? 

A. Regretfully, my recommendation’s got nothing to do 
with it these days because more and more cities are coming 
down with exactly how many machines you can have per 
square foot. So the first thing to do is to find out what the 
city regulations are. 

If there are no city requirements per square foot, | 
always like to put the machines in a row close together with 
occasional clusters of featured games in the center of the 
arcade. But, there’s always a point of saturation which you 
should analyze. 

If you have more than one machine of the same kind, | 
think it’s better to bank them two or three in a row. I tend 
to believe that people look for certain games, for example, 
a Ms. Pac-Man. 

There’s one psychology that if the machines are in 
three different places, customers can see them anytime they 
go into the arcade. 

But from the studies I’ve done, I’ve found that arcades 
that put two or three of the same games in a row tend to 
take fractionally more. If there are two or three Ms. Pac- 
Mans in a row and one Is being played, the customer has 
found the game that he wants and can play the one next to 
it. Having two or three in a row creates a little bit of a 
crowd, which creates a bit of interest. 

If the games of the same type are scattered, a person 


may walk in, see that the game is being played, think to 
himself for a minute that that is the only machine (the only 
Ms. Pac-Man) in the arcade. He'll probably decide to come 
back later on, especially if it’s the only game he wanted to 
play, and that is happening a lot these days. Adults 
especially may want to play only a particular game that 
they really like and are hooked on. The result 1s that if you 
don’t have the games in a bank, you lose a certain amount 
of customers. 


Q. Do you think that filler games have a place in arcades 
anymore? 

A. I wouldn’t say that they are dying out totally. Filler 
games are very important, but it depends on the size of 
your arcade. Remember you’re coming into a situation 
now where there are a lot of good games. There was atime 
when there might have been four or five really good games, 
but now there are as many as I5 or 20 good ones. 


As a result, if you’re opening a brand new arcade, and 
you have the budget, it’s advisable to spend that budget on 
all the best. Why take the second-run if you can get the best 
and earn the maximum earning power? 


But if your budget is limited, and you can only have a 
percentage of new games, then you should pick some filler 
games. That’s a tricky business in the sense that you’ve 
literally got to hand-pick fillers. You can get caught with 
duds which won’t even become filler games, but eyesores. 
They just sit there and earn absolutely nothing. 


There are a lot of good filler games, good games that 
still earn money, so there’s room for them. 


Q. What percentage of filler games do you think is 
adequate in an arcade? 


UNIVERSAL USA DISTRIBUTING CO. 


THE Alternative for Operators in Northern California. 


Featuring: 


e Ihe Latest Games & kits 


e Competitive Pricing! 
e Full Service Conversion Center 
° Financing Available for Qualified Individuals 


Call Now for Pricing on the Latest Games and Conversions. 


(408) 727-4594 
3250 Victor Street . Santa Clara, CA 95050 


A Subsidiary of Universal USA, INc. 








THE PLAYERS’ CHOICE 


A Consistent Top Performer In All Industry Equipment Polls. 





ANIMATION! 









Reprogrammable single character 
packages and multi-character shows. 


803 Price Street 
Jacksonville, FL 32204 
(904) 353-5051 
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They make change for your customers. 


_And money for you. 


e The right change time after time 
means increased sales for you. If 
customers don’t get change, you miss 
out on dollars. 

e Dollar bill acceptors are designed for 
millions of operations without a lot of 
fine tuning or adjustments. 

e Bill stackers automatically stack bills 
in aneat column. 


e Unique interchangeable hoppers 
virtually eliminate coin jams caused 
by bent coins or coins in the wrong 
hopper. 


e Complete modular construction for 
servicing ease. 


e Simplified electronics. 
e Maximum security. 
e Minimum problems. 


34000 Vokes Drive @ Eastlake, OH 44094 
(216) 951-3440 











A. You could go anywhere from 10 to 20 percent depend- 
ing on whether your budget is nice and healthy. If it is, 
maybe you’d only use 5 percent fillers, but if your budget is 
restricted and you’re financing, you could use anything 
between 10 and 20 percent. 


Q. How do you feel about using conversion games? 

A. I guess conversions will be something of the future, but 
until the major manufacturers get well and truly into it, it 
will be difficult. 

The big manufacturers have to be committed to some- 
thing for it to work well. Now there isn’t the marketing, not 
with the weight that’s required. 

What’s more likely to be coming in the future, I think, 
are holograms and laser graphics. I know that two of the 
major manufacturers are going to be releasing some very 
interesting new games in the latter part of the year which 
will include holograms and laser graphics. 


Q. Do you think laser disc games are feasible for the 
operator? 

A. Not now, they are too expensive. But yes, eventually, 
theyll all come down as well. When the first computer 
came out, it was the size of a whole room and astronomic in 
cost. Now you’ve got the home computer costing around 
$1,300 or less. 

The laser discs are expensive now because they are just 
beginning to be adapted into the video industry. 
Gradually, as the disc is well-adapted and is being 
produced en masse, the prices will go down substantially, 
especially when competition becomes a factor. 

To a certain extent, operators are still dependent on 
dedicated games and to the price range of those games. If 
you're a good businessman, you try to analyze the 
potential earning power in relation to the cost of the game. 


Q. How do you feel about using kiddie rides in arcades? 
A. I think the kiddie rides are absolutely very important, 
and I cannot understand why the kiddie ride industry isn’t 
bigger. 

Unfortunately, it’s an industry with only a few manu- 
facturers which doesn’t seem to be as well-supported as the 
video game industry. Now everyone thinks that they will 
make a fortune out of videos, to some extent pinballs, and 
to some extent arcade games. But there are some kiddie 
rides that do a lot of money, especially the hydraulic ones. 
There’s a huge range. | think it’s soimportant to use kiddie 
rides in your arcade, even if it’s only two or three items. 

You can do no wrong with a couple of kiddie rides 
because, for example, even the parents who are against you 
wouldn’t mind so much because these rides are nice for the 
kids. Some parents complain about the two video games in 
the supermarket, yet they never complain about the kiddie 
ride out in front. 

Depending on the size of the arcade, it’s also impor- 
tant to look into arcade games, i.e. Skee Ball, Boom Ball, 
and bowling games which give a bit of variety and tend to 
be good takers. Skee Ball is important because it creates 
competition and a bit of a challenge. 

I think that people think of kiddie rides last. But, if 
you pick the right kiddie ride, it'll make money too. In 
comparison to cost investment, kiddie rides can be a good 
return on your money, if you choose the right ones. 


Q. What about pinballs? 
A. I think that pinballs are far from dead. Pinballs were 
the mainstay of the industry for years and years. I would 
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Help Bruno CATAPULT cats and mice from his 
Master's home before the cats destroy the 
furnishings. A unique cartoon game appeal- 
ing to the younger player, yet a challenge 
to the experienced player. 













For more information contact your 
distributor or Marketing Director, 
ORIGINATED BY EPOS Photar Industries Inc., 650 Hudson 
Avenue, Palm Bay, Florida 32905 
(305) 724-9777 





A MOST DELIGHTFUL AND THRILLING GAME OF CHASE’ 


Chase the clever 
mice and get back 
Mouser’s bride. 

Who’s the smarter, 


mouse or Mouser? 
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500 South Highland P.C.BOARD SALES AVAILABLE. 
COSMOS Las Vegas, Nevada 89106 
Phone (702) 386-3020 C1983 COSMOS ALL RIGHTS RESERVED 


2286—-1055 


say that in an arcade that did not also have novelty games, 
an operator should have between 60-70 percent videos, 20 
percent pinballs, and 10 percent kiddie rides. 


Q. Do you think food should be served in arcades? 

A. Yes and no. Yes, if you’re going to have a theme- 
oriented center, a full concept, some kind of animation or 
film work with a wide-screen TV. 

Yes, you can serve food on a specific basis; otherwise, 
keep away from it. Totally keep away from it—to the 
extent of not even allowing food in the arcade. 

I just noticed for example, an arcade in northern 
California which has about 80 machines, graphics on the 
walls, and is fully carpeted. They became very successful 
and bought the shop next door, cut a hole in the wall, and 
put in a food bar. That’s OK because they’ve got a full 
theme behind them. 

I would not really recommend, however, opening up a 
20-30 machine arcade and having a food counter. 


Q. It seems that teenage boys used to comprise most of an 
arcade’s business. Do you think that has changed in recent 
months? 

A. Definitely, even more so in the recent year or two with 
the development of better quality, more challenging games. 
Pac-Man began the era of appealing in earnest to the 
ladies, as well as to men, and about time, too. 

I think now that the mix is changing. It’s not just kids 
anymore, but more adults and more families, especially in 
theme-oriented arcades. 

These are not just arcades, but places to eat and watch 
the show. There are quiet rooms where parents can relax 
while the kids go off to play the games. More and more 
young families are attending arcades—even the strip and 
mall arcades. 

I’ve seen more and more adults in business suits and 
ladies dressed very nicely in addition to the teenagers 
playing the games. 

Let’s face it; the games are very challenging and a 
perfectly harmless recreational hobby. 


Q. What can arcade consultants offer an operator that he 
doesn’t already know? Is your business mostly for new 
owners? 

A. Consultants can offer a more broad experience and 
offer knowledge of what is happening in the industry. 

You shouldn’t restrict yourself to your own beliefs, 
but leave yourself open to new ideas and hear as many 
opinions as possible. 

When | come up with an idea to open an arcade or do 
a promotion for an arcade or a manufacturer, it might be 
an idea that I’ve seen somewhere else that’s worked. It 
might not be my own idea specifically. I’ve kept these ideas 
in mind. 

I subscribe to a news clipping service and to a TV 
clipping service to keep up with industry events. Add all of 
that up and you gain experience and knowledge which are 
the best things an arcade consultant can sell an operator. 

Too many people today read about the coin-op indus- 
try and want to open an arcade, thinking that they will 
make a fortune. Those people have no knowledge, no way 
of knowing about arcades or what they are. And they need 
someone who does. 

Let’s face it. If they want some accounting work done, 
they hire an accountant. If they want some legal work 
done, they get an attorney. If they don’t know about some- 
thing, they should get someone who does. s 
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With all the 
new games on the 
market today, it’s 
easy to be burned. 


PROTECT 
YOURSELF 


Call the arcade 
experts at 


BIRMINGHAM 
VENDING COMPANY 


540 2nd Ave. N. 
Birmingham, AL 35204 


205/324-7526 











PC ITTTINNY RS 





TORENS 


LOWEST PRICES AVAILABLE 
DIRECT FROM THE MINT! 


STOCK OR CUSTOM 


SAME DAY SHIPMENT ON 
STOCK TOKENS 


QUALITY ARTWORK AND 
DESIGN AT NO CHARGE 


TOKENS ARE MINTED UNDER 
RIGID QUALITY CONTROL 
STANDARDS 


HOFFMAN & HOFFMAN 


CARMEL-BY-THE-SEA, CA 93921-0896 
408-625-5333 
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Jeff Siegel really knows how 
to draw a crowd! 


tonight's arcade special: 


All You Can Play 
by bill kurtz 


Jeff Siegel, of Wonderland, said up 
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Ss 
Le ome restaurants feature “All 
S“ Can Eat” specials. And 
— some saloons have open bar 


nights with “All You Can Drink.” 

Well, the Wonderland Arcade in 
Cleveland’s Eastgate Coliseum has an 
“All You Can Play” night. 

For five hours, from 7 p.m. until 
midnight every Wednesday, players 
pay a $5 cover charge to get into the 
arcade, where all 106 machines are set 
on free play. 

And for players who don’t think 
there’s enough to hold their interest for 
five hours, Wonderland has another 
“All You Can Play” deal for $3 
admission from 3 to 6:30 p.m. Wednes- 
days. 

During the summer, when school is 
out, the arcade is usually filled to 
capacity, with many players turned 
away at the door because of the crowd 
inside. 


Jeff Siegel needs little advertising for the 


to 220 players are allowed inside, or 
about two for every game. Each player 
is counted on a hand counter when he 
pays his admission, so the arcade can 
keep track of how many people are 
inside. 

Wonderland, in business for about 
two years, has run the “All You Can 
Play” promotion almost since it open- 
ed. Although the arcade does very 
little advertising, the word has 
certainly gotten around about 
Wednesday nights there, judging by 
the crowds. 


Game set-up 


Siegel said it takes about 25 minutes 
to set up all of the games for the even- 
ing, so the arcade is closed for the half- 
hour before the “All You Can Play” 
begins. Some of the machines take 
longer to set up than others, though. 


‘All You Can Play’ special. During the summer, 
players are turned away at the door 


because of the crowd inside. 


































While some manufacturers include 
a free play switch on their games, not 
all of them do. So two or three atten- 
dants must walk from game to game 
and post credits (up to 99 on some 
videos) on the machines without free 
play. 

Many of the games have a credit 
limit (most pinballs, for example, have 
a 40 credit limit and come preset from 
the factory on a 20 game lock) and can 
quickly run down in an hour or two. 
So attendants keep walking around 
the arcade, checking that all of the 
games have plenty of credits. 

Wonderland also has 10 pool tables 
which are included in the “All You 
Can Play” deal. This alone is well 
worth the price of admission, since the 
tables normally go for $4.75 for just 
one hour. 

The only games that aren’t set on 
free play are the six Skee Ball lanes. 
Because these machines dispense 
tickets which can be redeemed for 
prizes, they aren’t included in the deal, 
since players could simply spend 
several hours winning stacks of prize 
tickets. 

Wonderland is part of Eastgate 
Coliseum’s large recreation complex, 
which includes a 50-lane bowling alley, 
swimming pool, lounge, snack bar, 
and pizza parlor. 

For players who want to spend only 
a short time playing games on 
Wednesdays, there are a dozen more 
machines outside of the arcade in the 
bowling alley area. 


Young players 

But most players still head for Won- 
derland, especially young children and 
teens. 

Many parents drop their youngsters 
off with $5—Wonderland is a very 
cheap babysitter for five hours. 

Still, the 14 to 19 year olds are the 
largest group of players, the same peo- 
ple who come to Wonderland on other 
nights. 

The admission price always stays at 
$5—even for players who come in at 
11:30. While there might be a shorter 
line if the admission fee dropped as the 
evening went on (for instance, $4 at 8 
p.m., $3 at 9 p.m., etc.), a flat admis- 
sion rate simplifies bookkeeping and 
player arguments. 

For the hard-core video player, the 
“All You Can Play” night is ideal. 
With today’s video games designed so 
a player must drop in 20, 30, or more 
quarters before he can feel confident 
on the game, Wednesday night at 
Wonderland lets players get a lot of 
practice on the machine. 
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And for the novice player who’s not 
sure which games he might like, “All 
You Can Play” offers him the chance 
to do a lot of experimenting for very 
little money. 

One added advantage of “All You 
Can Play” at Wonderland is that the 
arcade is a test location. Players can 
try out the latest games practically 
free, and the manufacturers can look 
at the appeal of their new games to 
players who might never have tried the 
machine if they had to put a quarter 
into it. 


Bargain videos 
But there are also older games there, 


games like Deluxe Space Invaders and 
Asteroids, most of them in 
Wonderland’s “Bargain Arcade” sec- 
tion, where the machines normally 
give two games for a quarter. 


And Wonderland has an even better 
deal for school age bowlers who par- 
ticipate in Wednesday bowling 
leagues—they get into the early session 
free. 


Even for $5, giving players the 
chance to play unlimited games for 
about $1 an hour is a great way to get 
players into your arcade and to try new 
games—which they just might drop 
quarters into the rest of the week. ¢ 





Cars - Trains - Boats - Planes 





Copyright © 1982 


Van Brook of Lexington, Inc. 


P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 
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Promotion Places Fernandez 
on Honor Roll 


By Christopher Fuqua 





successfully if you’re at odds with 

the community you serve. How- 
ever, scores of video entertainment 
businesses nationwide currently face 
this problem. One leader in the enter- 
tainment field, though, is successfully 
recruiting the support of all members 
of the communities it serves. 

Fernandez’ Fun Factory, based in 
Honolulu, Hawaii, with operations 
throughout the U.S. including 
Missouri, Texas, and Michigan, is a 
company perceived favorably in each 
community it serves. The reason? 
Unique and extremely effective 
promotions benefit both the company 
and the community, according to Fun 
Factory Chairman of the Board Kane 
(pronounced Connie) Fernandez. 

The company’s best promotion to 
date—the “honor roll” promotion— 
has gained complete community 
support because, Kane explains, it 
promotes education. 

The honor roll promotion works 
like this: Television advertising begins 
around the time most schools issue 
report cards. Students achieving all Bs 
on their report cards, the ads proclaim, 
will receive five free tokens; for all As, 


| t’s impossible to conduct business 


—_ 


Youths need immediate rewards, such as free tokens, 
for scholastic achievement. 


10 tokens. To receive the tokens, 
students must bring their report cards 
to the Fun Factory for verification. 

Linda Fernandez, president of the 
company, came up with the honor roll 
idea. When considering new ideas, 
Linda bases her decisions on promo- 
tional reach. Promotions, she 
explains, must reach the most people 
possible since Fun Factory operation 
centers around complete family enter- 
tainment. 

Referring to the honor roll 
promotion, she says, “Kids are terrific. 
Encouraging them (to do well in 
school) is better for everyone.” 


Immediate rewards 

“] think any reward you give a kid 
for doing better in school helps to 
motivate him,’ Kane believes. 
However, he’s realistic about the 
promotion. “I don’t believe a C 
(achieving) kid will go out tomorrow 
and get As for free tokens. But it all 
helps. It helps the borderline kid who 
has all Bs and maybe one C-plus to 
work harder.” 

Kane believes younger students do 
not relate educational achievement to 
later life rewards. They need 


ate neatpo ae 


_, 


—— 


immediate rewards for scholastic 
achievement, he says. The honor roll 
promotion provides at least one 
immediate reward. 

While the promotion has been over- 
whelmingly successful, the key has 
been advertising—heavy advertising. 
Fun Factory management believes 
television is the best medium for its 
promotions. Most advertisements are 
placed during family shows or after- 
noon cartoons. 

“We’re promotional minded and 
always interested in coming up with 
good marketing ideas,’’ Kane 
continues. “We also like the things the 
community perceives as good. We 
thought (the honor roll) would appeal 
to all segments of the community: the 
kids, the parents, and the schools.” 

So far, management has been right. 
In fact, he asserts, the primary motiva- 
tion for the honor roll campaign is 
good community relations. 

“We wanted to do something good 
for our business, our customers, and 
our community,” Kane contends. 
Other Fun Factory community- 
minded promotions have included free 
play days for participants in commu- 
nity Big Brother/ Big Sister programs. 





Chairman of the Board Kane Fernandez believes promotions 
not only help the community, but his business as well. 
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The ITS system includes the 
installation of an electronic totalizer 
in each machine which transmits 
collection data through a beam of 
light to the ITS microprinter. 

With this, collections are as simple as 
Ny: tee De 


SPEED UP 
COLLECTION 
TIME BY 40% 






i( hoae 
Step One 


“Interrogate” the machine. ITS Microprinter 
can print two receipts. 


@ Reduce the collector’s work. With no time wasted 
counting quarters, he can cut collection time by 40%. 


@ Gain more than just a count. The receipts show the 
machine’s serial number, the date and time of the col- 
lection—as well as the amount of money in the cash- 
box. 


A 


Step Two 


‘ ‘ ; Empty the cashbox and put one receipt in 
eEnlarge the possible ways of doing business. For the bag. 


example, by keeping the cash and mailing a check, 
you have additional short-term capital for 2-3 weeks; 
or, by giving the keys to trusted locations, your 
collector can interrogate the machine and have the 
location give him a check on the spot. 


Gain the confidence of location owners, especially 
those large chains that demand total accountability. 
Prospective new accounts will be impressed with your 
professional sales presentation. 





Step Three 


Hand the second receipt to the location 
owner. Your collector takes all the cash. 


Also available: The TT-7 with 14-character 
Alpha-numeric reprogrammable identification code. 


Call or write us for details. 
You owe it to your business to find out more. 


INTERNATIONAL sun 


Please send me more information on your ITS 
cash accountability system. 


TOTALIZING 


Company 


SYSTEMS, INC. 


| operate 
1244 Chesnut Street 


O 250-500 machines 


State _____ Zip 


0 under 250 machines 
0 500-1,000 machines 


Newton Upper Falls, Mass. 02164 D over 1,000 machines 


(617) 332-4400 
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Successful PR 

“We feel an obligation to give some- 
thing back to the community,” Linda 
explains. That driving force has served 
two purposes: good public relations 
and increased profits. 

“In the large markets,” Kane 
continues, “we gave away a lot of 
tokens, but it generated income and 
focus.” In Kansas City, more than 
18,000 tokens were given out during 
the last promotion. 

One accomplishment of the 
campaign has been to focus attention 
on the Fun Factory, geographically 
expanding customer reach. “Getting 
the customer to the business the first 
time is always the hardest thing,” Kane 
explains. “But after the first time, they 
know where it is and they come back. 
In Kalamazoo, Michigan, one kid said 
his dad drove him I5 miles to get to the 
store. Getting the customer in the first 
time is important to any business.” 
And advertising is the key—but it is 
expensive. Kane credits Linda with 
pushing the honor roll. “She had the 
conviction to spend the money for the 
promotion.” He’s glad she did. 
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The campaign hasn’t come off with- 
out a few problems, though. Kane 
explains, “The only real problem was 
that a couple of stores were deluged 
the day after report cards came out. 
They had to pull extra people in to 
help.” Now management is prepared 
for the onslaught of achieving cus- 
tomers. 





The honor roll 
promotion gained 
community support 

because it 
promotes education. 





Community relations 

Another problem has been accom- 
modating schools with differing report 
periods. However, special arrange- 
ments have been made to reward those 
students also. 


TELEX: 642284 


MONITORS 


Reverse Scanning 


e-Vactor: | mel alelarcselile-}muuclialdiil:, 


Structurize to Replace WG and 


Electro Units 


EYolELarela Mm Me lil-tielaiil-la 


UL and CSA Approval Pending 


“In the beginning,” Kane recalls, 
“some school officials were suspicious. 
But after they saw we were on the level 
with the promotion, everything was 
OK.” 

For now, the Fernandezes_ will 
continue the honor roll promotion 
because, Linda explains, “each Fun 
Factory is a part of the community. 
We’re not a franchise. Blood, sweat, 
and tears go into everything we do.” 

In 1983, eight to 12 Fun Factories 
are under consideration for construc- 
tion in the continental U.S. and 
establishing two new stores in Hawaii 
is being considered. 

“The difference between us and 
others,” Linda asserts, “is quality all 
the way down the line, from construc- 
tion (each Fun Factory averages 6,000 
square feet) to management to the 
games themselves.” Both Kane and 
Linda believe that by putting 
community interest first in their 
business operation, the Fun Factory 1s 
able to stay ahead of the game. And 
the honor roll is only one method 
they employ in achieving company 
goals. » 


Eastern Micro Electronics, Inc. 
12D World’s Fair Drive 
Somerset, New Jersey 08873 
PHONE: 201/469-9690 


GALAXIAN Conversion Kit 


HSA 130 Power Supply 


Assembly 


Completely Wired control Panel 


Choice of PC Board 


Graphics . 


DISTRIBUTORS WELCOME 
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Play Instructions © Manual 
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“Igor, you know the operator is 
doing well since we introduced the 
Turn-A-Profit kit ZOAR by TAGO. 
_He’s making a greater return on 
investment than on most of the so 

called “‘hit’’ games because it 


makes good money at 1/3 the cost of 
a new dedicated upright.” 


see ZOAR at your local distributor’s 
exhibition. If he’s out of it, he'll have 
more soon. They're on the 

ee) cele U (oi d(elemmital-m are) 2 


Pete CR OR tae i Oa ' 
s ae: pt A MR oo ot ee aS f “? : - 
P: : “4 a 
oo Tee , om ¥ , nr ot on 98 
The most complete co 
; Re a : 7 5 & - \ 
53 =" Pied d + eae aa oS Ss 
4 j . Co 
tae ww . tn, 





x, 
z 


r 
Ctl 
“io Snes 
‘ geese ye: 
- <4, = Tv 
‘ ed 






o* Ue 


349 Exchange Drive 
Arlington, Tx. 76011 


(800) 527-3639 
SE AOSEME (817) 860-8481 (Texas) 


Licensed by 
© 1982 Data East USA, Inc. 











Arcade on wheels: 


Videos roll into town 


By Judith Ann Spiwak 





hat could be parked in front 

of your home that’s lemon 

yellow on the outside, with 
bright colored lights, ghosts, and mon- 
sters on the inside? 

It’sthe Pac Van Arcade-On-Wheels, 
of course! 

A unique form of entertainment, 
Pac Van houses 10 popular mini-type 
arcade games and is located in the 
Bethesda, Maryland area. 

Created by Bette DeYoung 
Forman, Pac Van provides the chal- 
lenge of Galaga, Centipede, Turbo, 
Stargate, Eagle, Gorf, Donkey Kong 
Junior, Blue Print, and two Ms. Pac- 
Mans. 

When asked if she’s an expert arcade 
game player,Forman laughed. “I wish 
I were! But, I find them frustrating and 
can only play three or four games 
really well, with Blue Print being my 
favorite.” 

Comfortably accommodating 20 
people, this refurbished school bus, 
appropriately decorated with colorful 
Pac-Man designs, is_ self-contained 
with climate control, as well as its own 
generator. 

This two-month-old traveling ar- 
cade is driven exclusively by Forman, 
the enterprising owner and operator. 
While based in Bethesda, Pac Van will 
travel anywhere, anytime. 

Interestingly, Pac Van is parked on 
a public street in Bethesda every Mon- 
day through Friday from I1 a.m. to 2 
p.m. Situated between Walter Johnson 
High School and a complex of high- 
rise office buildings, the van attracts 
passing motorists who join the lunch 
crowd in enjoying a unique diversion 
from their busy day. 

Calling her full time business a labor 
of love, Forman supervised four par- 
ties on Thanksgiving Day and provid- 
ed this unusual treat to a lucky family 
on Christmas morning. 
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In addition to supplying on-location 
arcade excitement for birthdays, pic- 
nics, fund raisers, and bar and bat 
mitzvahs, Forman also rents individu- 
al games overnight or for the length of 
a party. As party favors, Pac-Man key 
chains and candy holders are available. 

“Pac Van Arcade-On-Wheels is 
especially wonderful for children 
eight years and older,” Forman 
explained, “because the arcade games 
encourage hand and eye coordination.” 

Forman’s two teenage sons help 
Supervise the traveling Pac Van when 
they’re on vacation from school, and 
they enjoy the work. 

After running the gamut from 
owning a secretarial service to working 
in various sales positions during the 


past eight years, Forman decided to 
totally change her career image. 
Therefore, in order to keep abreast of 
the coin-op industry, she regularly 
attends seminars and expos. 

“This venture is scary, risky, and 
exhausting, but I’m loving every 
minute of it,” she commented. “I 
especially enjoy watching the startled 
expressions and smiles of the people 
seeing me drive down the street or pull 
into someone’s driveway. 


Positive results 

“Having received an incredibly posi- 
tive response so far,” she explained, “I 
plan to purchase a second bus in the 
near future, which will operate 
throughout the Baltimore area.” 


When driving her Pac Van, Forman especially likes to look at the 
startled expressions of people seeing the arcade for the first time. 
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JOKER - POKER-LAS VEGAS STYLE BLACKJACK 
ACEY-DUCEY - CRAPS 
WITH EXCITING HI-LOW FEATURE 





@ 13” Full Color Monitor @® Base Swivel 


@ Heavy Hitters Club @® Amusement Only 

@ One or Two Players @ No Replay or Credits 

@ 2-3-4 Hands Per Quarter @ Battery Back-Up 

@® Counter Top Play @ Average Weekly Income 
@ $1,000.00 Cash Box Per Machine of 

@ Easy Maintenance $75.00 - $200.00 (Potential) 


DISTRIBUTORSHIPS AVAILABLE 


For Further Information Contact: 
Southern Merchandise Corp. 3118 - 62nd Ave., N., 


P.O. Box 21234, St. Petersburg, FL 33742 or 
Call 800-237-2171 
In Florida Call 800-282-7918 
9:00 AM - 5:00 PM 
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Jesse Douty of Philadelphia (far side) and Mark Robbins of Boulder. 
Colorado, (near side) finished first and second respectively in the pro 
division of the 1983 U.S. Air-Table-Hockey Championship where Douty 
claimed his seventh national title. Placing first in the women’s division was 
Barbara Marquis of Houston. 

Tournament players competed for more than $3,000 in cash and 
prizes at Barney’s Game Room in Houston. Sponsors for the tournament 
included Air-Table-Hockey, the U.S. Air-Table-Hockey Association, and 
Barney’s. 


WIE 





Wizard’s Castle fulfilled requests from participating athletes in the 1983 
Molson’s Tennis Challenge, to supply their favorite games “backstage” at 
Maple Leaf Gardens, in Toronto, during a recent tournament there. 

World class tennis stars Jimmy Connors (right), Peter McNamara 
Gene Mayer, and others relax between matches, playing such favorites 
as Donkey Kong Junior, Tempest, Ms. Pac-Man, and Asteroids. Michael 
Cohl of Concert Productions International is also pictured. 

The Wizard’s Castle private arcade proved more popular than even the 
giant TV movies or the personal chefs who were brought in to cook the 
athletes’ favorite foods. 


Robert E. Lloyd, executive vice presi- 
dent and general manager of Data East 
USA, has announced the appointment 
of Edrick L. Haggans as marketing 
manager of the Santa Clara, Califor- 
nia-based firm which produces inter- 
changeable coin-operated video 
games. 

With a strong background in mar- 
keting and product promotion in the 
semiconductor equipment and com- 
munications industries, Haggan’s 


skills will be utilized in game testing, 
market research, product planning, 
advertising, and company PR. 





Jim Pierce has been named executive 
vice president at Digital Controls Inc. 
Prior to his appointment, Pierce 
served for 10 years in sales manage- 
ment for companies in the semicon- 
ductor industry before joining Digital 
Controls in 1982 as an_ internal 
consultant. 

Fred Benschine, who also joined the 
company in 1982, has been promoted 
to vice president of operations, and 
Moira Shanahan to manager of inside 
sales and marketing. 
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‘Cause we've lost weight and inches to help you gain profits. 























Our new, compact size, a perfect 75”-25'2"-7014" 
figure, fits in more places and spaces than 
ever before. 


You'll now find us in shopping mall arcades. 
Taverns. Restaurants. And other smaller 
entertainment facilities. 


But we did more than just change shape... 
we've increased player appeal by 
combining vivid colors and flashy new 
display panels with a stimulating 

sound series triggered by high scoring rolls. 


What's more, our smaller size challenges 
players to achieve new short-distance 
rolling skills while playing for great prizes. 


And for the first time, our reduced size 
lends itself to play by the little ones. 


So, if you haven't seen us lately, 
come look us over. We've grown 
smaller... ina real, big way! 


Mini Skee-Ball measures in at 6'3" ... and weighs in at 265! 


SKeEe BALE 
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8th and Maple Streets Lansdale, PA 19446 
(215) 362-0300 Telex 846-072 


Manufacturing the original Skee-Ball alleys of 
supenior quality and outstanding performance 
for over 65 years. 


© Skee-Ball, Inc. PT-117 
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Marketed exclusively in NeW York, New Je 
pennsylvam'a: Delaware PALLY) Maryland. 








SHADOWBOXING MUNICIPAL 
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nlike most retail businesses, 
: | the coin-operated game indus- 
try (bona fide vendors of enter- 
tainment and amusement) is judged 
mainly by who sells its products to the 
public and the atmosphere in which 
individual sales are made, i.e., by game 
locations. 

As was related ina prior article, (See 
Play Meter, April 1, p. 36.) because of 
an industry default in the Mesquite 
case, the United States Supreme Court 
has established that anyone even 
vaguely “connected” with any “crimi- 
nal element” can be prohibited by 
regulatory authorities from becoming 
a coin game operator anywhere in the 
nation. 

That ruling was a grievous injury, 
and marks the industry with a special 
stigma, a permanent certification that 
even the most upstanding amusement- 
only game location or well-run arcade 
is prone to becoming a haven for gang- 
sters and other evildoers. 

Mesquite was caused by a lack of 
coordination and communication that 
seems still to exist on another front in 
the amusement-only segment. Every- 
one—manufacturer, distributor, and 
operator alike, has a large stake in pro- 
tecting the industry from operators 
and operations that do indeed provoke 
and offend. 

No amount of rosy image building 
and public relations hype will offset 
locations that (as was charged recently 
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in New York City) sell drugs, or the 
greedy operator who crowds too close 
to schools and too noisily into quiet 
residential neighborhoods, let alone 
the fast-buck opportunists who won’ 
comply with any regulations or pay 
any license fees, and the promoters of 
criminal gambling enterprises. 

So there is, in fact, a close commu- 
nity of interest between the new breed 
of arcade and route operator, sub- 
stantial corporate entities, and clean- 
cut young businessmen and business- 
women who are supplanting the 
heavy-lidded types of another era, and 
local regulatory authorities. And the 
Same is true of amusement-only manu- 
facturers and their satellite distribu- 
tors. 

There has always been concern in 
some quarters that direct efforts by the 
industry itself to police operators and 
locations might run afoul of restraint- 
of-trade and antitrust laws (possibly a 
legitimate worry with respect to lawful 
conduct that is merely prejudicial to an 
optimum industry image, but a cynical 
and silly fear when it comes to urging 
full compliance with local regulations 
and resisting criminal gambling pro- 
motion). 

In this connection, indeed, a recent 
U.S. Supreme Court case has held that 
a municipal government itself may be 
guilty of federal anti-trust violations if 
it uses its governmental powers to dis- 
criminate unfairly in economic regula- 


REGULATIONS 


BY RUFUS KING 


tions. This ruling could protect the 
coin-machine industry against some 
regulatory abuses such as exorbitant 
taxes and fees, or wholly irrational 
classifications. 


Regulating coin-ops 

But be that as it may, it must be 
recognized that in regulating coin- 
Operated games under their general 
police powers, local governments can 
often do exactly what the industry 
ought sometimes to be doing for itself. 
Though occasionally an adversary, the 
town council may also be a most valu- 
able ally for those who really care 
about this industry’s image. 

Long beore ADMA and AGMA, 
some of the amusement-only manu- 
facturers had commenced paying 
attention to local regulatory problems. 
Coin-machine ordinances in major 
cities like Los Angeles, New York, and 
Chicago were court tested and adjusted 
by amendment to allow amusement- 
only games while keeping illegal 
activities and equipment out. Repre- 
sentative code provisions from cities 
and counties of various sizes had been 
collected and analyzed over the years, 
and negotiations and litigation with 


local authorities were being con- 
tinually monitored all over the 
country. 


The last municipal ordinance victory 
before ADMA and the Mesquite 
reversal, the Wnek case in New York, 
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LEARN TO REPAIR VIDEO GAME BOARDS, 
POWER SUPPLIES, AND MONITORS 
IN YOUR OWN HOME! 


Electronic Institute of Brooklyn announces its complete classroom course for the Video Game 
Repair Industry is now available on video tape for home study. This includes all material 
necessary for hands-on troubleshooting work. If you're worried about not having a V.T.R., 
we'll rent you one for the length of the course. 


Also available to home study students is a free Hot line to the instructor. 
800/221-0834 


Our course covers the following 
(On 10 video tapes approxiamtely 30 hrs.) 


Course Description: . Monitor Theory & Repair (B&W, X-Y, Color) 
1. Basic Electronic Theory . TTL Logic 
. Using a digital meter . Using a Logic Probe 
. Reading & Understanding Schematics . Microprocessor and memory theory 
. Soldering techniques on double sided boards 10. Electronic Pinball troubleshooting and repair 
. Power Supply (Theory & Repair) 11. Video Game troubleshooting and repair 


100% Satisfaction Guaranteed 


For more information, call 
800/221-0834 
(in NY State) 212/377-0369 


or write 


ELECTRONIC INSTITUTE OF BROOKLYN 


4801 Avenue N (corner E. 48th St.), Brooklyn, NY 11234 
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Distributing ©. 
For 31 years The Dependable Supplier to the Coin Machine Industry, 
with Quality Parts and Supplies at the Lowest Possible Prices. For... 


e VIDEO ...¢ INTEGRATED CIRCUITS ... e PHONOGRAPH 
e AMUSEMENT GAMES ... e SOCCER & POOL TABLES 
e ELECTRONIC SUPPLIES ...e VENDING MACHINES 





“We Guarantee Satisfactory Service” 
PARTS CATALOG AVAILABLE UPON REQUEST. 


PARTS DIVISION ...1040 Boulevard S.E. 
Atlanta, Georgia 30312 


Phone 404-629-4401 


Toll Free Phone... 1-800-241-1346 (except in Georgia) 
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was won in December 1980. (The first 
industry defeat, being also AGMA’s 
litigation, was the unfavorable deci- 
sion handed down in the Brockton 
case, in Massachusetts in January 
1982, now on appeal, with the attorney 
general of Massachusetts joining the 
city of Brockton to oppose the indus- 
try’s position.) 

By 1981 the new wave of local 
restrictions generated by resistance to 
video games began gaining momen- 
tum, and it became apparent that some 
effective industry response ought to be 
developed as rapidly as possible. Basic 
policy decisions needed to be made, 
beyond the threshold head-in-sand 
position that no regulations should be 
accepted anywhere. 

What role, if any, should the indus- 
try urge for controls by zoning as 
opposed to licensing? If by licensing, 
who should be licensed—distributor, 
arcade, route operator, location 
owner? And what sort of terms or 
qualifications should be suggested? 
What about inspection, by model or at 
the distributor or location level? 
Should each machine be tagged, or 
each premise specially identified? 
Could preemptive state laws or state 
licensing (already in operation in a 
number of states) alleviate local pro- 
blems? And what level of license fees 
or taxation (on operators, locations, 
machines, or receipts) could be reason- 
ably tolerated? 


Model ordinance 

Even the development of preamble 
language for local ordinances needed 
careful attention. Inthe old days, coin- 
machine enactments often commenced 
with intemperate statements about the 
wickedness of the industry and the evil 
effects of its products. Should this be 
offset by some recitation of the virtues 
of the new video games? Should pre- 
amble language acknowledge any 
problem? Would such an acknowl- 
edgement clarify what the ordinance- 
drafters intended, if there were later 
court tests? And so forth. 

The end-product of studying these 
issues, and making thoughtful deci- 
sions about them, should have been a 
policy position, probably different for 
arcades and individual locations, 
coupled with development of expertly- 
drawn model ordinance language or 
possibly a complete model ordinance 
with explanatory commentary. 

The author’s own inclinations were 
toward: (1) a stated basic approach 
that the industry, though it could pro- 
bably win most anti-regulation fights 
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in court (before Mesquite), acknowl- 
edge the possibility of trouble spots in 
some localities and possible adjust- 
ment difficulties because of the video- 
game explosion, and be willing to 
cooperate with municipal regulators in 
seeking fair and reasonable solutions 
where response is actually called for by 
some special local conditions; (2) 
licensing, which can deal with individ- 
ual problems more accurately and 
fairly than zoning which restricts 
everyone alike; (3) direct regulatory 
control of locations, with the sanctions 
of suspension or revocation and 
machine seizure, as well as the power 
of nuisance abatement, so regulators 
could pinpoint individual trouble 
spots; (4) state or local inspection 
and approval by model, as the best 
protection against not only “hot” 
equipment but rip-offs and fraud 
schemes as well; and (5) a careful pre- 
amble statement stressing the rights of 
patrons to have access to coin-operated 
amusement games combined with a 
legislative intent to deal directly with 
individual trouble spots rather than 
penalize all game operations. 

However, with the advent of 
ADMA, AGMA, and AVMDA, and 
the belated awakening of AMOA, the 
industry response to this most impor- 
tant of all its problems began to 
resemble Benchley’s proverbial Indian 
who leapt on his horse and galloped 
off in all directions. 

On the one hand, some newcomers 
began proclaiming discoveries of 
samples from among their own local 
ordinances, disregarding the enormous 
variety in thousands of municipal 
codes, as models for all purposes in all 
jurisdictions. On the other hand, old- 
style leaders kept insisting that no 
regulation should be acknowledged, 
or even discussed, on the theory that if 
the industry remained silent, local 
regulatory problems would somehow 
simply go away (though possibly some 
of these no-regulation enthusiasts 
were also speaking for gray area 
gambling promoters, who always 
prosper most in chaos). 


Initiative lost 

Studies, memoranda, drafts, and 
commentaries which had already been 
prepared for ADMA were shelved. 
Professional cooperation with national 
associations facing some of the indus- 
try’s problems in this field from other 
viewpoints, such as the National Asso- 
ciation of Municipal Law Officers, the 
National Association of District 
Attorneys, and the International 
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Institute of City Clerks, was termi- 
nated. ADMA seemed to emerge as 
leader and chief promoter of the no- 
action-no-regulation faction, squan- 
dering a precious year squabbling with 
AVMDA and AMOA over scatter- 
shot public relations programs, and 
eventually sponsoring pep talks for 
industry lawyers on how to ingratiate 
hostile local authorities by approach- 
ing them in a friendly manner. 
Excellent beginnings such as the 
Edelman manual and the Atari 
community relations film have been 
allowed to languish for want of ade- 


Our Qames. 


Telephone: 904-677-0761 
Manufactured in the USA 





LOOK WHAT HAS BEEN ADDED! 


We keep getting better! 


We have added these new features: progressive dif- 
ficulty level, unlimited score, high score of the day, a 
Selector switch for beginner, intermediate, or ad- 
vanced play and micro-synthesized sound on some of 


Ask about our new distributor discount. 


Bob's Space Racers, Inc. 
427 15th Street, Holly Hill, Florida 32017 


quate implementation. 

Only time will tell how much 
damage has resulted from this lack of 
direction and determination, and no 
one will ever know what could have 
been achieved by an effective response 
to the regulatory challenge. The initia- 
tive has been lost; it will not be 
regained by mere exhortations and 
picking up drink tabs. ° 


Rufus King, a Washington lawyer, has 
long served the amusement-only coin 
machine industry and is a leading legal 
and legislative expert in this field. 


* 


Our popular games just keep getting better and bet- 
ter. Traffic and player volume just keep growing at 
arcades that have our games, and that means in- 
creased profits. Every Whac-A-Mole 
we have ever built is still in operation. You can de- _ 
pend on us to give you real value for your investment. \ >, 
Call us today about Whac-A-Mole, Hot Spot, Bully 
Buster, Patty Cake and Super Shifter. 
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Makers of amusement games since 1970 
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By Roger GC. Sharpe 











t’s hard to believe that the AOE _ become firmly established as a yearly 
has just enjoyed its fourth outing event. Manufacturers can display 
and that the convention has equipment which was not ready for the 
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Zaccaria’s three-dimensional maze game, Money Money, 
may have potential. 


Mad Planets by Gottlieb is fast paced and colorful, but it may suffer 
from images which are too big proportionately to the screen. 
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winter AMOA, bring back modified 
or enhanced models, as well as spot- 
light endeavors which portend the 
potential direction. 

Add to that an incredibly full calen- 
dar of seminars and conferences where 
industry members can exchange ideas 
and become more aware of general 
business concerns, and you have to 
commend the AOE for coming so far 
in such a short time. 

Taking place when the industry is 
beset by decreased revenues, reduced 
production runs, and the glut of home 
game systems, the show confirmed 
that times aren’t what they once were. 
(But who really believes that the 
incredible growth could continue at an 
accelerated pace forever?) 

Manufacturers are broadening their 
scope of equipment as a way to create 
some excitement in the marketplace 
and make the business more than just a 
single product category. 

In many ways, the AOE provided 
some answers as to how things will 
evolve in the coming months, by 
offering proof that we are, indeed, in 
the midst of a transitional stage at all 
levels. 


Three tier effect 

Operators are filled to the gills with 
equipment that, for the most part, 
hasn’t outlived its usefulness. The dis- 
tribution channel has almost reached 
saturation as to the tapping of facilities 
which might have the same impact as 
the mall locations of the past two 
decades. And manufacturers, caught 
in a vicious cycle of over-inflated pro- 
duction schedules created to fill the 
demand begun in the last one and a 
half years, now have to scale down 
Operating procedures without appreci- 
ably affecting design creativity or pro- 
duct quality. 
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The perfect vending machine? 


“Our success has come in large part from a 
conscientious effort to help our dealers and 
customers become successful and satisfied.” 
—Dave Bobert, President— 

AIR-vend, Inc. 
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What could be better than i air? 


The facts are perfectly clear. If you think that there is no such Cash in on one of the most outstanding 
thing asa PERFECT VENDING MACHINE, take alook atthese opportunities in today’s vending market. Call 
facts on AlR-serv coin-operated tire inflators: or write today to get the facts on dealerships 
FACT #1: There is a constant demand for air service. Of |!" your area. (By the way, all dealerships are 
180,000 gas stations—120,000 are already self-  ©xclusive). 
service, most without air compressors. The facts speak for themselves. The perfect 
FACT #2: You have an enormous, ready-made market. ¥@"0/ng machine is AIR-serv. We have dealers 
Over 50% of 50,000 U.S. convenience stores sell Who could make $100,000 or more this year. 
gas. AIR-serv has been approved as a supplier 4!! from a machine that dispenses 5 minutes 
for 21 of the top 36 convenience store chains. of air for a quarter. 


FACT #3: As the perfect vending machine, AIR-serv You CAN vend air. The facts are perfectly 


equipment— clear. 
e never loses its popularity . . . it’s not a fad Call Mr. Tucker 
e doesn't have to be re-stocked TOLL FREE 800-328-7952 
* air never gets stale In MN. (612) 944-3604 Person to Person COLLECT 
e draws electricity only when used 
e is so durable that it’s practically maintenance- Clip and mail this coupon today! 
free . . [Get the the facts | in c our ur full- ‘color lor brochure. | 
e is so rugged it defies heaviest use and j P hl oy 
vandalism Name 
I Company ree eee ee ee 
i Address if 
. Cit State _______Zip 
AIR-vend, Inc., © 9817 Valley View Road ~ oe | 4 
Eden Prairie, MN 55344 SAS 
, LArea Code Number ae ae est time to: Call ally 


TONK-A-PHONE 


OWN YOUR OWN PAY PHONE 


@®FOR LOCAL CALLS ONLY. 


@TOLL RESTRICTOR PRE- 
VENTS CUSTOMERS 
FROM MAKING LONG DIS- 
TANCE PHONE CALLS 
AND OPERATOR AS- 
SISTED CALLS. 


@25¢ PER CALL... AC- 
CEPTS QUARTERS ONLY. 


@SIMPLE TO INSTALL. JUST 
HANG PAY PHONE ON 
WALL USING MOUNTING 
HOLES AND PLUG CORD 
INTO PHONE JACK. 


@®FCC REGISTERED PHONE. 

@®FULL ONE YEAR 
WARRANTY 

@93% OF ALL PAY PHONE 
CALLS PLACED ARE 
LOCAL CALLS. 

@FANTASTIC RETURN ON 
INVESTMENT! 


@100% STAINLESS STEEL 
FRONT COVER. 





AMERICAN MADE 


DIVISION OF 
TONKA TOOLS Inc. 
P.O. BOX 311 

MOUND, MN 55364 


(612)471-0126 


LONG DISTANCE PHONES 
ALSO AVA/LABLE. 


GALORE 
214/247-GAME (4263) 


e The only authorized distributor for Chexx™ (Money 
Machine) Ice Hockey in Texas. Incredible Earnings!! 


e The only authorized distributor for Photar Industries 
with their hit games ‘Megadon’ and ‘Catapult’ for 
Texas and Oklahoma. 


e Authorized distributor for Tago Electronics conver- 
sion kits. Available kits: ‘Mr. Do!,’ ‘Anteater, ‘Calipso,’ 
and their new 3-D game ‘Zoar.’ 


e Manufacturer and distributor of Projectavision™ 


widescreen interface. 


e @ We are experts in locating and recon- 


ditioning used equipment. 


ee We deliver what we sell at 


competitive prices. 


@ @ We also carry all major 


brands of game 
machines. 





Far from a no-win situation, the 
result will be a solidifying of those 
companies which can alter their 
business practices accordingly, a 
necessary evaporation of companies 
not able to compete on a viable level 
(possibly even the combination of 
some to form a more stable presence), 
and a return to a limited number of 
fairly even producers who are able to 
perpetuate the flow. We’re seeing this 
now. 

Call it the “shake-out” or whatever, 
but each convention seems to find a 
few exhibitors absent and removed 
from the total picture. Whether the 
eventual number will be one or two 
dozen rather than 40 or 50 is immate- 
rial since the product will be better, by 
necessity, and competition keener. 

It was with these and a variety of 
other views that I walked the aisles of 
the O’Hare Expo Center. At first I felt 
a sense of disappointment that more 
breakthroughs weren’t in evidence. | 
thought that the videodisc might have 
been emphasized a bit more than it 
was. 

Surprisingly, a number of manu- 
facturers were going back to the roots 
of the business by displaying more 
novelty equipment as well as a number 
of pinball machines—with even some 
variations here to keep this medium 
alive. 

The big news was Cinematronics’ 
introduction of a videodisc game—in a 
conventional upright video cabinet— 
that brings cartoon animation to life 
and is representative of a possible 
direction coin-op can take. Many 
industry members at the show, how- 
ever, do not want to believe that this 
achievement is a viable product that 
could well be on the streets this 
summer. 

Attendees questioned aspects of the 
play and the continuity of images on 
screen, but many of these observations 
are not really issues since the game on 
display still has some “tweaking” to go 
through before it’s ready for the 
general public. 


Future technology 

What is important to understand 
about this game development is that it 
does represent some portion of the 
future. The technology being studied 
and applied in numerous different 
guises will make this kind of entertain- 
ment a staple in the arcade as well as in 
the home. 

For me it was an awakening only 
because I had never considered ani- 
mation, but rather the more true-to- 
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life filming of some situation or event 
with which players could then interact. 
The use of animation suddenly opened 
my imagination to far grander efforts 
of fantasy that have got to be a factor 
down the road. 

Those who think that players won’t 
respond to this type of entertainment 
because it’s not as “real” as the video 
we've been used to should take a look 
at the opening scene of Dragon’s Lair. 
The leading character swings from one 
burning rope to another before getting 
to the next scene which is somehow 
more engrossing than similar action in 
Jungle Hunt or even the home cart, 
Pitfall. 

The dimensionality and sight of the 
animated videodisc surpass these 
other efforts only because it’s more 
involving by the storyline and screen 
images alone. Of course, there are 
some weaknesses to the game and its 
responsiveness including “dead” spaces 
in-between some scenes. But when 
these factors are overcome, this solid 
package is going to put this machine 
into the spotlight and may well serve to 
speed up competitive entries into the 
marketplace. 

Other than this effort, the AOE 
brought back the kind of conversation 
I have come to expect from conven- 
tions in general when things are fairly 
even and well distributed. If you’ve 
attended any show where the con- 
census 1s mixed, you’ve undoubtedly 
experienced the following type of 
exchange: “So, what do you see that 
you like?” 

Whatever your response, if it’s not 
what your questioner wants to hear, 
the result is the comeback: “Did you see 
so-and-so’s such-and-such machine? It 
didn’t look too bad.” 

This is the game he is unsure of and 
what he’s looking for is as much advice 
and feedback in a few short days so 
that he can make some decision 
whether this is a pass or a take. 

Then there are those who want the 
overviews and a rundown of top picks 
to see if the general impressions are 
holding true to form from one person 
to another. 


Transitional show 

Accepting that this was a transi- 
tional show geared to display equip- 
ment planned to take us through the 
beginning of summer at least, before 
the push begins for the AMOA, I saw 
some variations on themes and a few 
departures from the norm that might 
be solid draws. 

But I found no runaway best sellers 
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that offer a lengthy challenge or result 
in big production run numbers or 
months of activity. There were strong 
games that should lead the way for the 
coming months, but none that might 
lead to a succession of knock-offs or 
imitators other than Dragon’s Lair. 
The news could be seen in the diver- 
sity of equipment as well as the spread 
of conversions for existing models 
including pinballs. The Gottlieb booth 
featured demonstrations on the 
simplicity of converting pinball 
machines via the plugging in of acom- 
plete playfield, game and sound 


PROMs, new backglass, and other 
printed information. 

Whether this innovative approach 
proves to be a viable option for pin- 
ball, or takes away from the profit 
margin on sales enough to affect game 
design remains to be seen. But since 
flipper games have been fighting an 
uphill battle, the time may be right to 
give operators this choice, especially if 
they’ve moved away from this coin-op 
attraction. 

Gottlieb also offered some remakes 
that have been subtly refined for the 
present with Royal Flush and Orbit 


CHOOSE YOUR KIT 








WIDE SELECTION 
EASY 
SOLID EARNINGS 

COPYRIGHT SAFETY 
90 DAY WARRANTY 
TECHNICAL BACKUP 


INSTALLATION 
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making comeback tries. Bally brought 
back Baby Pac-Man as a neat two- 
player and the _ baseball-inspired 
Grand Slam that’s a good playing 
effort. 

Meanwhile. Williams had its 
Defender pin geared up, along with 
Time Fantasy which is a straight- 
forward no-frills design with plenty of 
action. But it was its two-player, head- 
to-head Joust which grabbed a fair 
share of attention since the concept 
hasn’t really been tried for a number of 
years and might be novel enough to 
gain a following with today’s players. 


Loaded pins 

Last, but not least, was Zaccaria’s 
reappearance with two loaded 
machines that offer imaginative 
design and play action which almost 
had me forgetting how far pinball has 
slipped. Standing before the likes of 
Pinball Champ and Soccer Kings, it 
was easy to imagine the golden days 
when anything and the kitchen sink 
could be found on a multitude of 
pinball machines. 

Now on to the main attractions and 
the models which, for me, tended to 
stand out from the norm. Even with- 
Out its musical soundtrack, Centuri’s 
Gyruss got my nod for the physical 
rush I felt while playing it. The game is 
a good one that should give this 
Florida company a bit of a roll 
following on the heels of its successful 
Time Pilot. 

Sega’s Congo Bongo also seems to 
provide that extra something in terms 
of graphics and effects although it’s 
really a combination of a couple of 
games. It’s not a dramatic departure, 
but rather a well-detailed package 
which should enjoy some measure of 
popularity on location. 

Another interesting game is Mad 
Planets by Gottlieb which is fast paced 
and colorful, but might suffer from 
images which are too big propor- 
tionately to the size of the screen— 
although this may be the underlying 
Strategy and challenge of the game. 
But it is a good effort that’s well worth 
considering, given the product mix at 
any location and the types of games 
regular players might gravitate to. 

Elsewhere, Bally’s Professor Pac- 
Man hit me as a decent novelty piece 
that won’t be for every location (But 
then how many games are?), and might 
signal the running out of Pac-Man 
derivatives for now. I can, however, 
see this game as a home cart for a 
younger audience. 

At Williams, I really enjoyed 
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Bubbles as a more simplistic variation 
on the Robotron theme, if that was the 
intent, which might just steal the 
thunder from the sinister Sinistar 
which is a very forceful game. I can see 
players in the inner city enjoying it. 


TV promotion 

Atari’s Food Fight looks to be cute 
and captivating with some good visual 
effects and, of course, Xevious, which 
is heavily advertised by the company 
via television. This campaign could 
lead to more manufacturers going to 
the airwaves to hype a new release, 
rather than just hoping that players find 
it at a particular location where it might 
be buried among 30 other games. 

Having some relationship to 
Xevious was the Namco booth where 
an update of Chicago Coins’ old 
Goalie hockey game was shown. 
Namco’s best efforts were at other 
companies’ booths, not leaving them 
with much else to show. At Rock-Ola, 
Rocket Racer wasn’t too bad a game 
with its variation on a theme that isn’t 
going to blaze any new trails, while 
Zaccaria came up with a good three- 
dimensional maze game Money 
Money that looks to have some poten- 
tial. 

Konami’s Roc ‘N Rope is an intrigu- 
ing variation on a theme as was its 
Juno First, appealing only because of 
its conventional action from top to 
bottom. The addition of Cosmic 
Chasm from Cinematronics was pro- 
bably overshadowed by the company’s 
videodisc game, which is a shame 
because the game offers some inter- 
esting play action and strategy, and 
more depth than might be apparent. 

Bowlingo caught my eye only 
because I used to be something of a 
bowling fiend in my youth and could 
see a game like that in a basement of a 
house. Chexx, which created a stir at 
AMOA, has endured as a good arcade 
piece where different attractions are 
necessary for transient audiences. 

Also falling into what might be con- 
sidered a revival of sorts of the old 
arcade games (which may become a 
growing segment of the market 
because so many of today’s players 
haven’t experienced these kinds of 
ancient favorites), was Stern’s Mazer 
Blazer, a simpie gun game witha video 
screen that might just be a sleeper in 
the coin-op sweepstakes. 


Interim stage 

And those are my highlights of the 
AOE, representing a broad range of 
equipment for the coming months as 
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well as some indications of just where 
game design might be headed. I tend to 
feel, however, that this is only an 
interim phase leading up to more 
dramatic departures from where the 
industry has been. 

As for my personal picks from the 
show, I’d have to go with a fairly 
mixed bag of games including 
Dragon’s Lair, Gyruss, Mazer Blazer, 
Bubbles, Congo Bongo, Cosmic 
Chasm, Food Fight, and Mad Planets. 

Regarding pins, I like Grand Slam 
as a new piece (since Defender was on 
display at the AMOA as was Baby 


Pac-Man), Royal Flush Deluxe, and 
Joust only if it’s promoted to take 
advantage of its inherent appeal. 
Otherwise it’s a case of a good concept 
not maximized and relegated to bars, 
college locations, and the larger 
arcades or amusement parks with 
game rooms. 

So there you have it. The three-day 
adventure offered some surprises and 
disappointments, but a great deal of 
satisfaction in knowing that the indus- 
try will not let up in product develop- 
ment and advancement. And that’s 
good news for everyone. * 
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CRITIC'S 








Much has been happening especially 
in light of the developments at the 
AOE where manufacturers geared up 
a host of models that will be hitting the 
streets in the coming weeks. 

The fact remains, however, that the 
coin-op industry is still trying to find 
itself and firm up viable directions for 
future products. Because of this, the 
next few months should prove crucial 
in giving an indication of just where 
we'll be going in terms of design and 
the further tapping of the available 
technology. 

What has to be realized is that yes- 
terday’s boom times have diminished 
considerably due to the saturation of 
the market with equipment and the 
fact that there just isn’t the physical 
room anymore to accommodate the 
kind of production schedules com- 
panies have turned to in the past two 
years. 

And so we find a situation where a 
strong model is going to have to fight 
for its share of the marketplace and 
runs may have to return to the 
notion of months rather than weeks 
and thousands of machines rather 
than tens of thousands. This is not dis- 
counting the increased emphasis on 
conversions or other variations on this 
theme, since we all have to understand 
and accept the unavoidable confronta- 
tion between what an operator can do 
with old equipment, via trade-ins or 
resales, vs. the placement of the newest 
machines. 

It’s a vicious cycle which is going to 
be a factor for at least the next six 
months to one and a half years—unless 
there are some new options suchas the 
potential turning to the home for sell- 
ing off games that have outlived their 
profitability. But this is a subject for 
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another story. 

What is interesting is the seemingly 
open-minded approach to coming out 
with a number of games that are 
returning to the old days of arcade- 
style equipment and that the time may 
be right to give players more playing 
options in their coin-op entertainment. 

This can be found with the reason- 





Defender 


able success of a game like Chexx or 
even the appearance of an updated gun 
game like Stern’s Mazer Blazer. And 
the list doesn’t stop there if you want to 
consider Williams’ two-player Joust 
pinball, Bally’s Baby Pac-Man, and 
other flipper games experiencing a 
slow but steady rebirth in today’s 
market. 

Almost anything, if done well, has a 
shot to gain the type of following 
necessary to turn the creation into 





something more than just a vain 
attempt at diversifying product lines. 

The battle lines are becoming 
clearer as we approach the countdown 
to AMOA and the anticipated glut of 
even newer technologies and systems. 
The transition period is in full swing 
and those who may have been caught 
unaware just aren’t students of the his- 
tory of the business and the fact that 
cycles do exist no matter what the 
market, the games, or the economic 
conditions in the real world. 

With this said as a brief preamble, 
how about some closer looks at recent 
models available as well as others to be 
released in the coming weeks. 


Williams’ Defender 

Although there are still some who 
would discount the potential impact of 
pinball in today’s market, the success 
and staying power of Baby Pac-Man 
hopefully has shown that there 
remains a share of the playing audi- 
ence who will turn to flipper games if 
they are different and challenging. 
And Williams seems to believe this as 
well, given the release of Warlok, Time 
Fantasy (which we'll take a closer look 
at in an upcoming issue), the new 
head-to-head Joust, and Defender. 

Unveiled at the AMOA, this two- 
player was overlooked at the AOE, but 
besides its imaginative tie-in with the 
video standout, the game does offer 
some surprises and well balanced 
action. 

PLAYFIELD: There are four lanes 
at the top of the board which utilize the 
right flipper button for moving the 
appropriate lights and add up to bonus 
multiplier when completed. This leads 
down to two thumper bumpers which 
tend to cut down on potential “dead” 
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rolls down to the bottom of the game, 
while a left side alley, covered by 
plastic artwork, provides access back 
to the top. 

Farther over to the left is a narrow 
runway witha stationary target behind 
two freestanding drop targets, which 
are fronted by a top left flipper. At the 
right is an entry to a hidden captive 
ball chamber that plays an important 
role in the entire game. Move down 
and there are two slightly recessed 
stand-up targets before one reaches 
the side banks of five drop targets 
each, with five stand-ups behind each 
on the left and right. 

In the center, hidden except for 
certain times during play, are two 
more freestanding drop targets. The 
bottom brings into play a right side 
release of captive balls down to the 
right flipper and a left side that incor- 
porates an extra cabinet button for 
activating a kick-back kicker similar 
to the type recently used by Gottlieb 
on such games as Volcano and Devil's 
Dare. 

Last is the inclusion of a right side 
gate for gaining a ball back to the 
plunger and a mini-post between the 
flippers for some extra play on a 
potentially “lost” ball down the middle. 

ANALYSIS: Even for those who 
may have never become hardcore fans 
of the video version, Defender the pin- 
ball attempts to capitalize on the recog- 
nizability of the legendary game, com- 


plete with sound effects, graphics, and 
even the essence of play where baiters, 
landers, mutants, and all the rest are 
active in a flipper game that utilizes 
time in terms of what a player needs to 
do to maximize any shots. When the 
game is On, it’s on and the player must 
hit the appropriate drop targets in 
complete “waves” before the counter- 
attack begins to take over. 

Also in the arsenal is a stockpile of 
three smart bombs which can be used 
by pressing an extra button on the 
right side of the cabinet when it looks 
like there’s no other way to keep up the 
pace. 

So there’s plenty of strategy, as well 
as good balance from side to side and 
top to bottom for the skilled as well as 
novice player. A long learning period 
of repeat play is necessary to fully 
understand all that’s going on with 
Defender. It’s not just a run-and-gun 
game with multiball play and pretty 
effects. Precision reverses along with 
good left to right and right to left 
access allow fora fairly open board of 
play and some fast paced action to 
advance through wave after wave, as 
well as build up dual multiplier values 
and high scoring possibilities. 

GRAPHICS: The artwork is super 
with Williams going to a new style 
backglass that fortunately hasn’t had 
an adverse reaction on the impact and 
depth of the graphics, which are ably 
carried through on the playfield using 


rich colors and good lighting. Add to 
this the sound effects, and Defender 
shows that much can still be done to 
upgrade pinball and make it a total 
sensory experience. 

PLAY: As it stands, Defender is a 
solid three-ball game which can award 
players extra balls at preset wave limits 
as well as via scoring in extra ball 
areas. The settings here might be good 
at about 600,000 points to start fol- 
lowed by 1,200,000 points depending 
upon your percentaging and caliber of 
players. As for free play, an increase of 
200,000 to 400,000 points per limit 
should be acceptable, and you might 
even consider bringing in an increased 
total level for a third setting if you 
want to give a bit more value to the 
game without diminishing its earning 
power. 

PROS & CONS: Here you have a 
strong game with great detail through- 
out and continuity of play that, in 
other years, would have ensured its 
acceptance in the marketplace. But 
today is different and what Defender 
does having going for it is the obvious 
tie-in and a board that doesn’t look too 
intimidating to the average player. 
This is a positive for the game, but, 
fortunately, doesn’t keep it from 
packing a wallop when a player really 
gets into the machine. 

The strategy is very important and 
the more it’s played, the more a real 
player can appreciate what is being 
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offered. Asa result, purists should love 
it and the game should have a long life 
on college campuses and bars, as well 
as arcade rooms that still cater to a 
pinball audience. In programming, the 
machine never really maxes out so 
there’s always something to shoot for 
no matter what the score or where the 
action is going. And the idea of having 
a counterforce against the player (tried 
by Gottlieb with a game of this name 
some years back) does seem to 
enhance the play and the appeal. 

RATING: Let’s give Williams 
credit for loading up a machine that 
brings to life many of the staples pin- 
ball has relied on over the years. It’s a 
solid game that keeps bringing in 
nuances which have to be accom- 
plished time and again and gets a #### 
from this Corner for what it has 
achieved in terms of play and pro- 
gramming integration. 


Bally’s Bump ‘N’ Jump 

Another licensed effort from Data 
East, which follows on the heels of its 
Burger Time, this video game offers a 
new twist to conventional driving 
games and incorporates a joystick 


rather than the usual steering wheel 
and accelerator pedal. 

PLAY: There’s a course and an 
eight-way joystick which controls 
speed as well as direction of a player’s 
car. Players travel down the roadway 
which features rocks, oil spills, and 


Defender is a 
solid game 
in terms of play 
and programming 
integration. 





even water, with bridges to cross or 
jump over, as players try to pass com- 
peting cars or bump them off the road 
for scoring points. Finish a course 
successfully and there’s refueling, 
bonus points, and another course to 
face. 


What’s cute is the inclusion of a 
jump button and the option of either 
attacking other cars directly by knock- 
ing them off or just passing them on 
the way to the completion of each 
screen. And ifa player can avoid all the 
Cars On any given screen, there’s the 
incentive of a 50,000 point bonus 
which isn’t too shabby. 

ANALYSIS: Bump ‘N’ Jump isn’t 
a standard driving game although the 
elements are there. The use of a joy- 
stick which when pushed forward can 
increase speed is an interesting varia- 
tion as well in terms of controls. And 
there’s the addition of circumventing a 
variety of obstacles, either by passing 
them or jumping over them, a 
changing landscape and screen course 
to travel through complete with 
bridges, and of course, those other cars 
which can also be either passed or 
jumped. The big thing with any of the 
jumping is that it’s an acquired art that 
will take some practice since timing is 
important. 

GRAPHICS: Cute and colorful is 
the best way to describe the Bump ‘N’ 
Jump visuals which keep with the 
theme of the game. There is a sense of 
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some dimensionality to the screen 
images which further establishes the 
industry’s general turn in this direction 
with most games today. 

PROS & CONS: Bump ‘N’ Jump is 
a decent game that does offer some 
enjoyable play, but whether it’s enough 
to sustain interest is debatable. There 
are some novel touches to the overall 
scheme and not much in the way of 
making it a special endeavor. The 
timing of the controls is really all 
important, but there should be more 
compared to what’s out there. 

RATING: At a time when the 
exceptional is needed to have any 
appreciable impact in the market- 
place, this Bally creation, via Data 
East, is destined to be a filler piece 
where the potential is even more 
strained in gaining a firm foothole 
around the game rooms of the coun- 
try. 

We'll go with a ## and hope that 
we're on the right track. 


Atari’s Xevious 

Some might be quick to say that 
Atari is bringing out some of the best 
games Namco has ever created, but in 
this day and age, companies have to 
take it where they can get it. The 
Sunnyvale giant hasn’t been the worse 
for wear with Pole Position and 
shouldn’t suffer either from this beau- 
tiful variation on a standard video 
game theme. 

PLAY: The setting is a_ nicely 
rendered landscape of trees, lush 
green countryside, and bodies of water 
where players must travel above the 
up-to-down scrolling screen. Players 
take on aircraft and land installations 
via a dual firing button set up of a 
zapper for the air targets and a blaster 
along with target cross hairs for sight- 
ing and eliminating ground enemies. 

The overall scenario has been amply 
embellished by a distinct storyline and 
rationale and the fact that there are 32 
different types of enemies players will 
encounter. It’s the types of enemies 
here, along with their visual dimen- 
sionality, which tend to bring Xevious 
alive, not the least of which are some 
“turning” gray panels or mirrors and 
the impressive Andor Genesis Mother 
Ship which is a spectacle unto itself. 

ANALYSIS: It’s almost as if every- 
thing has been scripted to give the 
objects on screen an identity above 
and beyond the fact that they’re there 
as part of the action. And the dual 
button control along with a joystick 
really don’t take away anything for 
those players looking to find simplistic 
Operations in their video games (pre- 
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sent company included). 

There’s some good strategy in 
moving the main Solvalou ship up the 
screen trying to wipe out obstacles 
above and below which tends to make 
maneuvering an acquired talent that 
takes repeated play. But with unlimited 
firepower, it’s a good feeling to know 
that you can constantly bomb away as 
a player while also trying to move from 
side to side or up in order to stay alive. 

GRAPHICS: You have to begin 
with the new cabinet configuration 
and its brightly colored graphics which 
set off this machine. Then there are the 


images on screen, which are truly 
exceptional given what’s around, and 
the sound effects enhance the impact 
that this is a well thought out and 
detailed game that should keep 
Xevious in the running for a good 
period of time. 

PROS & CONS: Besides a sub- 
stantial media campaign direct to the 
public which can only positively aid 
the recognition of Xevious on loca- 
tion, Atari has brought together a 
solid effort that’s appealing and excit- 
ing to play, with enough variations to 
keep players coming back. 
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ABOUT A COMPUTER SYSTEM 


1. Are you on your own while switching over to a new system? What are the 
chances for a smooth transition? 


. Does the software reflect the way a vending route actually runs? Is the infor- 
mation that it generates complete, useful, timely, understandable, and easily 
found? 


fas Wowk 1) 0¥-\ X=} 4-301 Oe (0\-<-In dal -m 0} coleiae-lantenliavem-(ea-\emelelan-laqe)a-mlamel-le-M-eleathe 


. What is the potential for other errors? How likely are they to be found? How 
easily corrected? 


. How much versatility is built in? 


The answers to these and other questions will go a long way in determining if a 
given system is for you. 


If you are presently operating 500 games, music, and/or cigarette machines, and 
are looking for a proven computer system which is so-called “user friendly,” 
oall or write: 


MELO-TONE VENDING, INC. 
130 Broadway ® Somerville, MA 02145 © 617/666-4900 
This system was designed, application by application, by knowledgeable operators, 


executed by programming professionals, and is the exclusive property of a 
Vd aYe hale Mere) ee} oy<lalemmm ale) ameroyenlelelc-)amece)accielic-lalecy 


WE HAVE THE ANSWER. 


YP pp ~ ELECTRONIC 
—, AMUSEMENT 





(ft I_Iservice 


The Repair Center for the Games Industry 


EAS 's a complete service agency organized to help the video games operator 
and distributor solve the service problems that plague many of today Ss 
sophisticated electronic games. EAS provides you with 


a fast, reliable, and inexpensive alternative to buying expensive test 
equipment 

repair and testing of all monitor, video and pin ball logic boards 

a 24 hour turnaround on video logic boards and monitors 

a 60 day warranty program on all work 


free telephone consulting on chronic service problems — we are here to help 
you atany time 


Looking forward to-serving you. a | ELECTRONIC 
— —, —, AMUSEMENT 
Lot IaIservice 


8134 Capwell Drive *« Oakland. California 94621 « 


415-282-9900 
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The sights are special and eye 
catching, especially those flying 
mirrors. The detail work of the ships 
brings a new level of involvement and 
interaction for the player that has been 
so solidly shown in such games as 
Turbo, Zaxxon, Pole Position, and 
others. 

RATING: Xevious has all the 
ingredients to be a strong game with 
legs to stand for the long haul. We'll go 
with a #### for what is envisioned as a 
potential steady performer that should 
appeal to a wide variety of players. 


Sega’s Star Trek 

Even with its steadily growing com- 
mitment to the home market, first 
through licensed efforts for Coleco 
and now through its own titles, Sega 
hasn’t suffered from any letdown in 
the coin-op end which began back with 
Turbo and has continued for a number 
of models that have kept this company 
hotter than hot and definitely ona roll. 
And now, with an imaginative kickoff 
in major markets that featured Star 
Trek machines on free play, complete 
with T-shirt and poster giveaways, 
Sega is ready to ride on the expected 
crest of a third Trek movie this sum- 
mer with an interesting video game 
that cosmetically brings much into 
play. 

PLAY: First, just as Bally’s Vector 
wasn’t a pinball machine but rather a 
player analysis computer, Star Trek 
tries to offer a bit out of the ordinary by 
not being a mere video game but rather 
a Strategic Operations Simulator. 
Nomenclature aside, the game sets up 
the premise that players are cadet 
trainees on a Federation tactics 
mission maneuvering a single ship that 
features a limited number of shields, 
photon torpedos, and warp drive 
energy. When all of these have been 
exhausted, the game is over—no 
second or third ships to continue the 
battle, only the opportunity to replen- 
ish the arsenal during play. 

As for controls, there is a turning 
knob (similar to the one on Tempest or 
Wild Western) to direct the course of 
the ship, a fire button, a thrust button, 
a photon button, and a warp button. 
And, if this weren’t multidimensional 
enough, the game offers three different 
screens for truly split-screen action 
and display. At the top left, one pro- 
vides a readout of supply quantities, 
also at the top left a main scanner 
reports the current nature of the uni- 
verse where the action is taking place, 
and a Forward Targeting Scanner 
gives a bird’s-eye view from the bridge 
as the main screen below. 
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Don’t gamble 
on video games. 
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At last 
there's a sure thing... 


a 
3S 
©. 
Qs 
—— 
ane 
- 
5 
— 


3, Digital Controls, Inc. 


O198 





With L 


Why gamble your hard earned 
money on a game that might not make 
it when you have a sure bet with 
LITTLE CASINO? 

LITTLE CASINO is a bar-top 
game that offers the player or players 
four different games: POKER, BLACKJACK, 
CRAPS, or HI-LO.. .all easy, all familiar, all 
popular. No spaceships or bouncing monkeys. 

And no need to worry about legal hassles 
with our game either. There's no ante up with 
LITTLE CASINO, there are no free games or 
credits awarded, and there’s no knock off meter 
to tempt your locations. 

What you've got is a safe investment with 





a full cash box... week after week after week. 
No one can tie up the game because there are 
no replays and no patterns to be learned. But 
the roll of dice and the turn of the cards will keep 
your players amused time after time. Just ask 
the operators you know whove had LITTLE 
CASINO on customers’ locations for over a 
year... and still earning strong. “It’s a gold 
mine,’ Says one. 


For information on the distributor or 
operator nearest you, please call (800) 


441-3332 or write to: Digital Controls, Inc. 
P.O. Box 48334 Atlanta, GA 30362 





©1983, Digital Controls, Inc. 


ittle Casino, 
Everybody Wins. 








Your locations will appreciate 
the slick compact cabinet, in beige 
or black, and the full color monitor 
with its attractive screens. They'll 
also love the additional bar business 
that LITTLE CASINO generates 

for them. 

And here’s a plus: you can program the new 
LITTLE CASINO to display your customer's 
advertising messages during idle moments. 
Imagine—a personalized game for each locale! 

We'd like for you to know more about 
LITTLE CASINO and about its profit potential. 

Don't gamble with profits or with success. 
Put your money on LITTLE CASINO. 


5K 


DIGITAL CONTROLS 


ANALYSIS: The main challenge 
of Star Trek is to dock whenever 
necessary for repairs and then con- 
front the Klingons, destroying them 
and securing a sector before moving 
on to the next sector. Each succeeding 
time, the number of enemies increases 
and the play becomes more difficult up 
to an incredible amount of 40 simu- 
lations if anybody can be that good at 
mastering the controls and attacking 
the Klingon forces. 

In addition, there’s a Nomad round, 
which is a variation on a theme as 
players must avoid and destroy mines 
for potential bonus points before the 
action returns to the more standard 
warfare. And again, since a player gets 
only one ship at the beginning of play, 
there are more than a few direct hits 
necessary before the game is over. 
Instead, the arsenal of supplies winds 
down to utter hopelessness and the 
final, inevitable verdict. 

GRAPHICS: The artwork of Star 
Trek should more than attract any 
video playing Trekkies who will also 
experience some good speech 
complete with Spock and Scotty for 
familiar voices in the storm and solid 
vector graphics on screen(s) that tie 
everything together. There’s music, 
speech, good sound effects, and the 
kitchen sink that carries the theme off 
in impressive fashion. 

PROS & CONS: The idea of 
multiple screen displays is fine; 
however, one problem is that the 
upper right, smaller screen is really the 
focal point of the action and isn’t the 
main viewing area. Players, in fact, 
never have to look at the larger screen 
below, except for a close-up of a ship 
getting blasted, in order to keep their 
sights and location in perspective. 

Maybe this was done for potential 
watchers (over the shoulder variety), 
but it does cause a loss of visual 
impact. Otherwise, the game is a good 
effort that breaks the action in well- 
defined segments after each sector has 
been secured and almost made me feel 
like the old days of pinball. You take 
your turn, play your “ball,” and do 
what you can; then the next guy takes 
over and does the same before it’s your 
turn again. 

It’s a good head-to-head feeling that 
might be a factor for competitive 
players in the acceptance of this game 
since the scoring at any given level is 
rather even until the better video gamer 
begins to pull ahead somewhere 
around the “third ball in play.” 

RATING: Sega has more than 
gotten its act together in the past two 
years and shows no sign of letting up. 
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Although I have some problems with 
the positioning of the controls on the 
sit-down model of Star Trek, which is 
a sight to behold, the upright looks to 
be a potentially good performer, and 
we'll go with a solid ### for effort and 
execution. 


Stern’s Bagman 

Besides some colorful and eye- 
catching cabinet art that really set out 
the theme of the game, this licensed 
effort from S.A. Valadon Automation 
of France should be a decent per- 
former for Stern. Bagman borrows 
heavily on some of the action found in 
a Dig Dug or the up and downs and 
overs of a Donkey Kong, but with the 
three screens that are in evidence, the 
storyline could be strong enough to 
carry this machine. There’s a great deal 
of strategy with a joystick and lone 
button to worry about and enough 
improvisation possible to appeal to 
players who don’t like to be limited to 
a prescribed course of action. 

For an imaginative presentation, 
although nothing innovative has been 
accomplished, we'll offer a mini- 
review ##!4 and wait for the response 
from the marketplace to see if I haven’t 
been lost in the mines for too long. 


Bally’s Wacko 

Well, if nothing else, this game is 
guaranteed to stand out in any arcade 
lineup given its tilted cabinet top anda 
control panel to match. On screen one 
finds the slightly comical Krooz’r in 
his little saucer up against an array of 
nicely defined creatures who approach 
in pairs and need to be wiped out 
simultaneously by hitting one, causing 
it to shake, and then the other before 
moving on to the rest of the pack. 

The controls are a track ball and 
stick for direct firepower in a universe 
which is limited to the set screen. This 
confined play is fine unto itself, but a 
nice touch would have been to open up 
possible escapes for the main character 
to other background settings. But 
there are increasing increments of 
difficulty as play continues with varia- 
tions on the number of hits necessary 
to wipe out any enemies and even some 
nuances. 

Taken as a whole, it seems an OK 
##'4, but can this be enough in this day 
and age? 

In the next issue, the parade will 
continue with the next batch of over- 
views that, hopefully, will shed some 
light on individual efforts as well as 
general observations regarding the 
state of the industry. As always, be 
well and prosper. e 


Look to GREEN DUCK 
for quality and service 
at the best price. Our 
coining presses have 
been stamping tokens 
for over 75 years. Call 
us today with your 
token needs! 


Direct from 
the factory 
to you! 


green duck 


255 S. Elm St. 
Hernando Ms. 38632 
Call Toll Free: 1-800-647-6168 
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TAX TIPS 


By 
Irving L. 
Blackman 








Profit Sharing Reduction 
Can Exceed 15 Percent 


The economic tide seems to be turn- 
ing. Call it a depression or recession— 
the plain fact is that many 
corporations just could not make any 
contribution to their profit sharing 
plans for one or more years. Or if a 
contribution was made, it was for less 
than the maximum amount allowed. 

The basic rule is simple: The maxi- 
mum amount you can deduct for a 
contribution to your profit sharing 
plan in any year is 15 percent of total 
eligible compensation. For example, if 
the total compensation of Upstart Co. 
was $1,000,000 for 1982, then the 
maximum contribution was $150,000. 

With the prospect for profits start- 
ing to perk up, here are two common 
questions now being asked: (1) What 
happens to the “unused” deduction? 
(2) Is the deduction lost forever? 

The unused deduction is not lost. It 





can be carried forward for as many 
years as necessary until it is used. This 
is the rule: you can deduct up to 25 
percent of compensation in any one 
year when you have an unused carry 
forward. The rule is easiest to under- 
stand by example. 

Suppose the Upstart Co. made only 
a $30,000 contribution to the profit 
sharing plan in 1982. That means a 
$120,000 unused deduction is carried 
forward to 1983. In 1983, Upstart 
again has $1,000,000 of total compen- 
sation. It can contribute $250,000 (25 
percent =< $1,000,000) to its profit 
sharing plan for 1983: $150,000 would 
represent the annual limitation, or 15 
percent of the $1,000,000 compensa- 
tion for 1983; while $100,000 would 
represent a portion of the $120,000 
carried forward from 1982. 

One final point: the still unused 


carry forward from 1982 of $20,000 
can be carried forward to 1984. 

If you have a profit sharing plan, it 
would be good tax planning to have 
your advisor prepare a schedule of un- 
used carry forwards. The schedule 
should start from the first year the plan 
was put into effect and brought right 
up through your last year-end. * 


Irving L. Blackman and James L. 
Harfield are partners in Blackman, 
Kallick & Company, Ltd. Certified 
Public Accountants, offices in Chicago 
(180 North LaSalle Street, Chicago, 
IL 60601), Miami, and Houston. Irv's 
firm has established a HOTLINE to 
answer the tax and accounting ques- 
tions of Play Meter readers. Call Jim 
or Jerry Sauve’ at 312/782-3424. 


EXPORTING ? Tokens are The Answer! 
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VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 
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WE’RE WHERE THE ACTION IS! 





THE FIRST ANNUAL INDUSTRY 


SURVIVAL SEMINAR 


sponsored by 


THE NATIONAL COIN MACHINE 


INSTITUTE, INC. (NCMI) 


June 22-24, Marriott Hotel 
Orlando, Florida 


This is a seminar you shouldn't need...that’s 
going to give you advice and professional strat- 
egies no street operator can afford to do without! 

After all, who needs seminars! The vending 
business is tough enough. But when every form 
of government at the Federal, state, municipal, 
city and county level seems hellbent to put street 
Operators Out Of business and out on the street, 
then it’s time for action, time to get together, 
time to forge doable, workable, action-oriented 
strategies to help save our businesses, our very 
livelihoods 

That’s what NCMI’s first annual Vending In- 
dustry Survival Seminar is all about. Survival! 

..And beating the county bosses. 
..And beating the unfriendly local media. 
..And how to handle civic groups. 

...And how to handle the next legislative 
headache, before it becomes a nightmare! 

This latest in an Ongoing series of action 
programs created by The National Coin Machine 
Institute, since we got started only a few short 
months ago is not designed for a fun-and-sun 
getaway. 

Forget your golf clubs! We’re not sponsoring 
any tournaments. There won't be any exhibits 
either. 

When the NCMI calls you together for a two- 
day seminar -~- we mean business! We mean to 
get down — and dirty and talk survival, because 
that’s what every single one of us is facing, and 
it's time we stopped kidding ourselves. And 
Started learning how to use all the hidden talents, 
and strengths, and muscle we’ve got. That’s why 
the NCMI has lined up a powerhouse roster of top 
industry manufacturers, spokesmen, legislators 
and professionals — all of whom can give you the 
insight you need to help yourself and your busi- 
nesses in your respective area of business — cig- 





COME TO ORLANDO, 
AND GRAB A PIECE OF OUR 







arettes, music and games — and make it mean 
something solid where it counts the most — back 
on your home territory. 

Every local government seems determined to 
milk us dry for every hard-earned coin, and then, 
ultimately put us out of business. 

We at NCMI — our members, our employees 
— we’re meeting in Orlando and we want you to 
join us, so this won’t happen. Not to a single one 
of us. 

We’re where the action is! And we can tell 
you, show you, guide you to get a piece of the ac- 
tion — NCMI’s action — and use it to keep your 
business thriving in 1983 and beyond in your own 
home town. 

REMEMBER WHEREVER NCMI IS — THAT’S 
WHERE THE ACTION IS. 

Between June 22-June 24, the action’s at the 
First Annual Vending Industry, Survival Seminar, 
The Marriott Hotel, Orlando, Florida. 


Registration for all meetings, luncheon, and 
closing banquet is $100 for operators, $150 
for manufacturers and suppliers. For more 
information about reservations, call us at 
NATIONAL COIN MACHINE INSTITUTE, 
(305) 561-0886. Send remittance payable 
to: NCMI Seminar, c/o National Coin Insti- 
tute, Inc., 2455 East Sunrise Boulevard, Suite 
#311, Ft. Lauderdale, Florida 33304. 











OUR ‘CADES 


By 


Bill 
Kurtz 








A national arcade association 


may benefit operators 


“Bigger is Better” 1s becoming the 
slogan for American business. 

Large corporations everywhere are 
gobbling up their smaller competitors 
in everything from gas stations to gro- 
cery stores. 

While this hasn’t happened on a 
large scale to arcades, the current 
recession, along with the high cost of 
arcade operation, may be leaving some 
small arcade owners wishing they were 
part of a national chain to help them 
through these hard times. 

No arcade operator wants to help a 
competing arcade, but a loosely-knit 
national consortium of arcades, an 
arcade association with some shared 
promotional programs, could help 
bring in more quarters to everyone’s 
arcades. 

Dennis DeNure, a Wisconsin 
businessman, has proposed such an 
arrangement under the name “Video 
Athletes.” His concept would enable 
individual arcade operators to share 
national promotions, including per- 
sonalized advertising for their arcades. 

DeNure’s ideas include a syndicated 
comic strip, video game triathalons, 
and arcade T-shirts with a specially- 
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Pronounced Ah-vah 


VAN 


AMERICAN VIDEO 
ATHLETIC ASSOCIATION ,,, 


THE CURRENT OFFICIAL AVAA LOGO 


shaped “token pocket.” 
“Somebody’s going to organize 

video game play into a sport, and | 

want to be the guy to do it,” he said. 


Player recognition 

DeNure has suggested giving 
players national recognition for high 
scores on video and pinball games. 
He’s proposed a quarterly newsletter 
for Video Athlete players listing every- 
one who achieved a high score (for 
example, 300,000 or more points on 
Pac-Man) on one of 15 selected games 
for the month in member arcades. 

DeNure’s 98-page Video Athlete 
description manual details plans on 
everything from running a “sanc- 
tioned” Video Game Festival to 
sample radio advertisements. 

In fact, it’s probably too detailed, 
with too many ideas (many of them 
unworkable) thrown at operators all at 
once. Although some of DeNure’s sug- 
gestions have merit, most readers 
won't take the time to sift through 
everything. 

Still, the idea of independent 
arcades sharing a national base has 
merit. If a group such as the 


Amusement and Music Operators 
Association refined some of DeNure’s 
ideas and presented them to member- 
operators, along with some financial 
backing, arcade business could 
increase. 

With the hard times arcades are now 
hitting, something is needed to 
stimulate player interest. And a 
national arcade network might give 
the industry more respectability in the 
eyes of the general public. 

Even if there is no “inspector” 
approving member arcades, if a 
player—or a parent—sees a sticker in 
the window of a local game room de- 
claring it a member of the American 
Arcade Association, for example (or 
Video Athletes, or any other national 
group), the arcade may at least seem to 
be monitored by a higher authority 
and subject to punishment by the asso- 
ciation for misconduct. 


More acceptable 

If there were a board setting volun- 
tary standards about behavior rules, 
cleanliness of games, etc. for arcades 
to comply with, participating arcades 
might seem more appealing to players, 
young and old. 

The catch to organizing a national 
arcade association is money. DeNure 
has suggested a $500 membership per 
arcade, which operators could buy 
through distributors. 

But unless arcade operators come 
out and tell the AMOA or Video 
Athletes that a national association 1s 
needed, such a project will never get 
off the ground. 

Electrical appliances can be “UL 
Approved.” Comic books can. be 
“Approved by the Comics Code 
Authority.” Household products can 
be “Given the Good Housekeeping 
Seal of Approval.” What about 
arcades? e 
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PROMOTION 


By 
Carol 
Kantor 





A players club builds profits, 





To build customer loyalty and 
encourage more frequent game 
playing by current customers, organize 
a players’ club for your location. 

A club is an effective promotional 
program if it is planned and executed 
well. Among the many types are daily 
game play, weekly game play, cumu- 
lative credit player clubs, and general 
open clubs. Some clubs give free plays 


customer loyalty 





while others give a multitude of other 
member privileges. 

To find the best club concept for 
your locations, evaluate your current 
players and what type club would 
influence their participation. To get a 
better idea of what will work best, talk 
to your regular customers about the 
club idea and the alternatives. 

Demographic and geographic fac- 


tors may influence the type club to 
organize. The age, sex, occupation, 
and income of your players can have 
an impact on the type of club that 
would work best. Also their interests 
and their social environment should be 
evaluated to help direct the details of 
your club program. 

If the location is primarily teenagers 
who play often, a weekly club program 


INSTANT CLUB PROMOTION 


345 6 7 8 9 10 11 12 13 14 15 


Po 


Have this card punched each day you go to play games 
in the month of: 


The following month redeem for 1 FREE PLAY per punch. 


Promotion by Business Builders _, 
©Business Builders, 1983. 


SS 
AC 


1 card per person @ Void if altered ¢ Only valid when laminated. 


17 18 19 20 21 22 23 24 25 26 27 28 29 30 33 


3. The card is placed in the laminator. 
1. Stock or custom club cards are printed for your location 
club. For this Play-A-Day example, the current month is 
written in the place provided and then the member signs 
the card. 


2. Thecardisinsertedina special plastic pouch. 
A second card can be placed in the pouch fac- 
ing the back side to customize this card. 


4. A durable plastic club 
card is finished in less 
than 20 seconds. 
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may be good. If it is an adult blue- 
collar worker location, possibly a 
special after-work game club would 
work well. 

If the location is in an area where 
employees of nearby businesses are the 
primary customers, a daily play club 
may have a good response. And if the 
draw is mainly from a wider geo- 
graphic area, a weekly or cumulative 
type club usually has a better result. 


Advertise your club 

Any club program will require pro- 
motion to encourage participation. 
Signs and flyers in the location are the 
most popular ways to inform your cus- 
tomers about the club. Buttons, 
T-shirts, or hats worn by employees 
that say “Play More in the Club” or 
some other slogan can also be a good 
way to build membership. 

Advertising the club outside the 
location can draw new customers, but 
if the primary objective of the club is to 
gain loyalty of current customers, the 
expense of outside media for adver- 
tising should be evaluated and tested 
carefully to decide if the response 
justifies the cost. 

A players’ club can be a way to add 
exclusivity to your location. There are 
some private game rooms For Mem- 
bers Only. In this situation, there is 
complete control over the customers in 
a location. Of course anyone can join, 
but you can revoke membership if a 
player abuses the rules. 

Also allow members to bring guests 
anytime. There are many cases where a 
Members Only type location would be 
advisable. For example, in an area 
where there is a potential political pro- 
blem in the community, your control 
over the members may help alleviate 
the objections. The total club concept 
may be an advantage from an image 
building as well as a promotion point 
of view. 


Membership cards 

The most popular type of players’ 
club is one that gives free plays each 
week for a year. Usually the player 
member gets a plastic card numbered | 
to 52 around the edge. Each week that 
the member comes to the location to 
collect the free plays, the number of 
that week is marked off or punched as 
collected. That is, if a member came to 
collect plays on June 1, 1983, the num- 
ber 23 would be marked since that is 
the 23rd week of the year. This way the 


player can join anytime during the 
year and get a full 52 weeks member- 
ship. Also it allows for easier tracking 
of the usage of the card. 

For this type club, three or four 
plays are usually offered for the week 
plus other member benefits that vary 
for each club. Extra free plays on the 
member’s birthday, free entry in con- 
tests, special party rates for members, 
and a free T-shirt, hat, club pin, or 
other premium after 25 weeks are 
redeemed are some of the other extras 
that could be offered. 

An offer for members to trade in 
their cards after the 52 weeks for a dis- 
count on the next year’s membership is 
another way to encourage continued 
participation. 

Usually for this club program, 
plastic “credit” cards are issued to 
members. Some locations use paper 
cards; however, the plastic is more 
durable to last the 52 weeks and has a 
higher perceived value. Most locations 
using this program charge $2 to $5 for 
the card. Thus, the club becomes a 
potentially profitable promotion, or at 
a minimum it should pay for itself. 

Many locations have successfully 
used daily free play clubs. In this pro- 
gram, the members are given one or 
two free plays each day they come to 
play games. Usually a new club card is 
issued for each month. Similar to the 
weekly club, the card is numbered | to 
31 and the date of redemption is 
marked or punched to track usage. 
Lamination adds more durability toa 
paper card and can be cost effective. 

The free play per day cards are more 
often given out at no charge just to 
encourage frequent play. However, 
some locations charge 50 cents to $1, 
especially if other member benefits are 
offered. 


Alternative ideas 

A more flexible club can be devel- 
oped by making a card with embossed 
numbers so each member has an 
account like most credit cards. A 
charge-type form can be made and an 
imprinter used to track usage and 
member participation. 

The club can offer different member 
privileges throughout the year. For 
example, members would get four free 
plays per week throughout the year, 
One extra free play every day in June, 
or a special birthday prize. Using this 
system, a member’s activity is moni- 
tored by number, and the club pro- 
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The 
Video 
Alternative 








Created for the 
2-6-year-old 
market 


Realistically 
priced at 


$995, 


DON 
TAYLOR 
SALES 


215/399-0318 
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gram can be easily evaluated on a 
regular basis. 

A cumulative credit club is another 
alternative to consider. Players earn 
credits toward a prize or free play 
offer. For example, the “Play-a-Day” 
card is a way for participants to earn 
credit for future free plays. The card is 
punched (with a special hard-to-find 
shape) each day the players come to 
the location. The next month this card 
can be turned in fora free play for each 
punch in the card. That is, if the card is 
punched for five days in April, the card 
is worth five free plays in May! 

Many variations on this concept can 
also work. The card can be numbered 
1 to 10 and be punched each time a 
specific objective is met such as a score 
on a game or a purchase of $5 in 
tokens. After all 10 numbers are 
punched, the card can be redeemed for 
a prize or 10 free plays. This type of 
club/contest format where members 
earn bonuses by achieving specific 
scores On games or meeting a similar 
challenge is effective to boost collec- 
tions in the location and encourage 
more frequent play. 





Keep members informed 

The type of players’ club selected 
should also be used to develop and 
maintain a list of the names and 
addresses of current customers. It is a 
fact that your current customers are 
more likely to continue to be customers 
and gain loyalty if you target pro- 
motion and advertising efforts in their 
direction. 


The use of direct mail advertising to 
the club members is the best way to 
insure maximum response to the pro- 
gram. A club newsletter with news 
about player achievements, contests, 
fun events scheduled, new games in the 
location, and special coupons will add 
to the response and encourage even 
more activity. 

Also sending postcards to members 
announcing special events or new 
games can be cost effective. Although 
the mailing expense may be high, you 
are sure that the people who get your 
message are your customers, so the 
reach is more effective than most other 
advertising alternatives. 

Creating a players’ club of any type 
can be a good way to assure a more 
consistent customer base. A club pro- 
gram that makes the members feel they 
are important or preferred customers 
often has a better response. The club 
concept has worked well for many 
game locations; however, it must be 
organized and promoted well to get 
the best results. Whena player’s club is 
successful, the increased activity level 
in the location will be significant. ¢ 











GAMES 
IN ONE 


BLACKJACK, DRAW POKER, 
DANDY DICE, STRIPPER, AND 
ELECTRONIC BULLETIN BOARD, 
all player selectable in one 
machine! Just putin acoin and 
choose your game. Convert your 








video into CKC’s new YOU-PICK-IT® 


If your tired video game has a joy 
stick, a fire button, and a vertical 
raster scan monitor, our board is 
for you. Buy acomplete game 
from us, if you prefer; either way 
you have a proven long life high 
earning game. That’s not all! All 
our video games utilize our unique 
Americana interchangeable game 
board. In addition to YOU-PICK-IT® 
you can change the game by 
replacing an inexpensive game 
PAK®, including our new 

ADULT ONLY game paks. 
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Plus Electronic Bulletin 
Board Available In 





Isn’t this just what you have been 
waiting for? Call us today. Also 
ask us about our popular 
Countertop games Monte Carlo, 
Draw 5GT, Maverik and Shoot Out. 


COMPLETE 
GAME OR 
CONVERSION 


Check these features: 

¢ Battery back-up for hall of fame 
and electronic bulletin board. 

e For amusement only, no 
knock-offs. 

e Available in Countertop, 
Twin-Tote® (small upright), or as 
a board conversion. 

¢ Interchangeable game board. 

e One or two players. 

¢ Brilliant color graphics. 

¢ More than a dozen inexpensive 
game pak cartridges now 
available including ADULT ONLY 
game paks. 


PRUNE CS an 


31129 Via Colinas, Building 701 
Westlake Village, CA 91362 
(213) 991-2199 
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Tired equipment not earning its keep, well 
don't discard it, convert it to Guzzleran 
exciting new comical character-maze game. 


The Guzzler™ Conversion Kit includes: 
e Board 

e Universal Control Panel Overlay 

e Universal Marquee Overlay 

e CPU Harness 

e Conversion/Service Manual 


The Guzzler™ Conversion Kit is designed to 
easily convert virtually any verticle mount 
monitor upright video game. 


By The Way...Guzzler™ Is Hot, 
And We Mean Hot 


Little Guzzler™ starts right out in hot water... 


or at least in water...just enough to extin- 
guish 5 fireballs, flasnes or demons. But, 
that’s not enough...so by collecting water 
from puddles or just by walking (when 
empty) he picks up more H20. For each 

4 fireball flames he extinguishes, little 
Guzzler™ moves on to a new pattern. 


Variation 

It’s tough to get tired of Guzzler™ because 
there are almost an infinite number of 
patterns for the player to conquer. There 
are also all sorts of ways to score bonus 
points and an end-of-qame bonus that 
gives the player a chance to continue play. 
If you have a stagnant piece of equipment 
then it's time for a chande...you can have 
Guzzler™ working for you. 

(For additional information contact our 


Customer Service Department at 
1-800-327-7710.) 


- 
————— == 
CEeNnLUri. 








Guzzler™ is manufactured under license from Tehkan, Ltd. 


= 
| 
CEeNntluri. 


We're Inventing What The Future Will Bring 


CENTURI, INC. 245 West 74th Place, Hialeah, Florida 33014 e 
Phone: 305-558-5200 @ Telex: 803694 ANSB Centuri ¢ Cable: CENTURI 











PR PRODLEMS/ 
PR SOLUTIONS 








What to say when... 


Here are more strategies to use when 
dealing with community licensing and 
regulating boards. (See Play Meter, 
April 15, p. 171.) 


Propose a Good Ordinance 

One of the best ways to protect 
yourself from a restrictive ordinance 
that you cannot live with is to propose 
an acceptable one first. 

A good ordinance that establishes 
licensing or zoning procedures in a 
town that never before has had one 
will protect you because the city coun- 
cil will not want to reconsider an issue 
unless there is substantial reason. 
Moreover, by taking the offensive and 
proposing a regulation that meets both 
your goals and the good of the com- 
munity will win you friends. Many 
Operators have found that sensible 
licensing and zoning laws keep out 
those who cause trouble for others in 
the business by failing to respect the 
community’s concerns. 

Even if there are no signs of a pro- 
blem in your community, remember 
that restrictions on video games loca- 
tions are a topic nationwide. Usually 
you have little or no warning when a 
new ordinance is underway. Working 
with your attorney, consider pre- 
empting the opposition by coming up 
with an ordinance you can live with 
before you are forced to live with one 
that hurts. 


Avoid a Packed House 

You get a phone call and the city 
council is considering a restrictive 
ordinance that evening. No time to 
marshal support; you’re not even sure 
what it is they will be considering. 

When facing such a situation, the 
first rule is—seek a continuance. Goto 


the meeting with as many supporters 
as you can get to go along. Find out as 
much as you can there—who’s behind 
it? What are they trying to do? Where 
do the key players fit in? How much 
ammunition does the opposition have 
in terms of complaints from unhappy 
parents or neighbors? 

Be polite and helpful. Ask to meet 
with the city manager or city attorney 


after the meeting. Volunteer to meet 
with the opponents. Make every 
attempt to appear just as concerned 
about any problems laid to the games 
as your opponents. Under no circum- 
stances should you lose your temper. 

Nor should you make statements 
you do not knowto be fact. If there are 
claims made such as drug dealing on 
your premises or that truants frequent 
one of your locations, promise to 





check it out and take action if neces- 
sary. Your credibility is a vital weapon, 
and you don’t want to jeopardize it. 

Do all you can to delay a decision. 
You don’t want part-time politicians 
making a decision when the room is 
filled with the opposition. Beg for time 
to look into the facts involved, explain 
you have just learned of the proposed 
ordinance, ask that everyone have 
some time to consider all the ramifi- 
cations involved. 

Should you succeed in buying time, 
use it to your advantage by first retain- 
ing expert local counsel. Then meet 
privately with all the professional city 
employees involved (city manager, 
city attorney, law enforcement offi- 
cials) to inform them about your busi- 
ness. Promise to meet with the opposi- 
tion if they will meet with you. 

Muster your allies. Make sure every 
location owner knows what he has at 
stake. Meet with them to plot strategy. 
Enlist all their resources on your side— 
friends, customers, suppliers, etc. 

Contact other operators in the area 
to trade notes. Call your state or 
national association for assistance and 
advice. 

Try to neutralize your opponents 
and to educate the public to the facts of 
the case. Use the news media if the 
issue 1s already before the city council, 
but use it to educate, not to polarize. 

Be ready for the next council 
meeting. Have answers to the charges 
made against your business. Explain 
the negative impact of the proposed 
ordinance, not just to your business, 
but to the community. 

And get your backers to the meeting. 
Provide them rides if necessary. Let 
the city officials know there are two 
sides to the story, in terms of facts and 
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Changin 
your address? 


Don’t miss your copy of 
PLAY METER. Attach the 
address label from the most 
recent issue received in the gray 
field immediately below and give 
us your new address in the space 
provided. Happy movina! 
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MAIL TO: Circulation Department. PLAY METER. 


NEW ADDRESS 
P.O. Box 24170. 
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State 


Name 
City . 
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politics. 


Don’t Rush to Court 

You've lost round one. Your license 
has been denied, or the city has imposed 
an unacceptable ordinance. You've 
been treated unfairly and want to sue. 

Whether to rush to court is your 
decision and yours alone. But, before 
you do so, think about all the con- 
sequences. 

First of all, it’s going to cost youa 
fair amount of money. Justice is rarely 
swift these days, and appeals keep such 
cases in the courts for years. 

Secondly, litigation often closes the 
door to political solutions. If there is a 
possibility you might be able to reverse 
the decision within a reasonable 
amount of time, it might be a better 
strategy to withhold filing a suit until 
all political avenues are exhausted. 

For example, the local newspaper 
may be editorializing on your behalf, 
and a minority of the licensing com- 
mission of the city council backs you. 
Bring these forces to bear on the swing 
votes involved, and you might be able 
to convince them to reverse their deci- 
sion, which has happened more than 
once! 

All this is not to say that the threat 
of a suit can’t be a powerful weapon in 
your hands. The City of Mesquite, 
Texas, spent $50,000 on outside coun- 
sel and expenses in fighting Aladdin’s 
Castle’s suit to stop its age restriction— 
the landmark case that went all the 
way to the Supreme Court. Few cities 
have that kind of money around to 
fight legal battles, and if you present 
them a reasonable alternative, they 
may compromise. 

Remember, the majority of city 
officials don’t care one way or another 
about video games and game centers. 
Confrontation and court suits harden 
their positions—either for you or 
against you. If you have lost round 
One, you may not want to harden 
Swing votes against you if you feel they 
might be turned around. 

Proceeding with a law suit is a per- 
sonal decision for which there are no 
hard and fast rules. Certainly, legal 
actions were necessary to open up 
cities like Boston and Los Angeles to 
pinball games, and the Mesquite case 
is vital to the industry’s interests. 
Before you proceed, be sure you 
understand your chances of winning. 
Seek the legal and financial support of 
other operators in the area or your 


state association if the issues involved 
affect others in the industry. 


Prepare a Fallback Position 

The essence of politics is com- 
promise. More than one operator has 
survived and prospered because he 
had a fallback position ready to pro- 
pose when it was obvious he could not 
get all he wanted. 

You should begin thinking about 
your fallback position when you 
design your initial strategy. Consider 
the strengths of your opponents’ argu- 
ments and how you might be able to 
accommodate them without losing a 
significant amount of business. Also 
decide which points you cannot con- 
cede. Privately devise your alternate 
position, to be used only if necessary. 

At the appropriate time, let your 
supporters on the commission know 
your fallback position so that they, 
rather than you, can propose it. 
Publicly, you remain committed to an 
all-out win so your opponents do not 
think you have caved in. When the 
compromise is proposed, it will be one 
that you privately designed and know 
to be economically feasible for you. 
After it is on the floor, agree to it 
publicly. Now you, too, have put on 
the cloak of reason and compromise; it 
is up to the other side to concede. If 
they don’t, you will have the swing 
votes and public opinion on your side. 
If they do, you will have won most of 
what you sought initially. 

Today, many licensing commissions 
are asking operators to accept a con- 
ditional license, often for a six-month 
period. They may not be convinced the 
location will present no public pro- 
blems, but have no compelling reason 
to deny the permit. Such compromises 
often result when the commissions are 
divided on the issue; it is a good way to 
resolve the issue to everyone’s satis- 
faction. The fact is, however, that if 
there are numerous complaints 
against an establishment, the com- 
mission can revoke the license any 
time and need not wait six months. 

Obviously, operators prefer a per- 
manent license. For one thing,. it 
makes it easier to obtain rental space 
and to secure financing. Yet a con- 
ditional license is better than none. 

Another area many operators are 
forced to compromise on is that of age 
restrictions. Oakland, California, 
enacted a six-month moratorium on 
licenses to assess local concerns over 
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truancy blamed on game centers. 
Stung by the moratorium and the 
negative publicity about games, local 
Operators negotiated a compromise 
with the city council restricting game 
playing during school hours and late 
on school nights for school age chil- 
dren, unless accompanied by an adult. 
The result is preferable to a ban or 
moratorium on licensing. 

It is not true that if you “give an 
inch, theyll take a mile.” You will 
know when the time to compromise 
has come; certainly you should not 
compromise until you have to. 

However, one of our advantages is 
that we are business people and most 
local politicians also are business 
people. The leaders of antigames 
crusaders generally are not; instead 
they can become very emotional and 
irrational about video games. City 
council members will appreciate the 
fact that you are willing to meet them 
halfway. 


Don't Procrastinate 

You can initiate many activities to 
build goodwillin your community that 
won't cost much money or time before 
problems surface. In today’s climate of 
concern about video games, everyone 
in the business would do well to bolster 
their standing locally. 

Develop listening posts now. Get to 
know your local politicians and com- 
munity leaders ona social basis so you 
don’t need an introduction should you 
need to deal with them for your busi- 
ness. Turn your location owners into 
an information network that will warn 
you of trouble before it comes. 


Get the Best Help 

Get a local attorney experienced in 
dealing with the appropriate body. 
The more he knows about your busi- 
ness already, the better. 

Use your state and national asso- 
ciations. Ask for information about 
similar cases encountered by others 
and how they handled them. Report 
On your experiences in your com- 
munity. * 


This information was reprinted from 
“A Community Relations Manual for 
the Coin-operated Amusement Games 
Industry” by the Amusement and 
Music Operators Association, Amuse- 
ment Games Manufacturers Associa- 
tion, and Amusement and Vending 
Machine Distributors Association. 





PLAY METER, June 1, 1983 


SUPER SALE!! 


ANY FIVE (5) OF THE FOLLOWING ANY FOUR (4) OF THE FOLLOWING 
GAMES FOR ONLY $1895.00: GAMES FOR ONLY $2295.00: 


Atari Red Baron (u/r) 
Midway Gorf (u/r) 
Centuri Vanguard (u/r) 
Midway Kick-man (u/r) 
Midway Rally X (u/r) 
Exidy Pepper II (u/r) 
Centuri Phoenix (u/r) 
Centuri Pleiades (u/r) 
Williams Defender (u/r) 
Cinematronics 

Jack the Giantkiller (u/r) 
Atari Tempest (u/r) 
Sega Pulsar (u/r) 
Exidy Mouse Trap (u/r) 
Midway Robby Roto (u/r) 
Cinematronics Boxing Bugs (u/r) 
Taito Kram (u/r) 
Taito Qix (u/r) 
Williams Make Trax (u/r) 


Atari Asteroids (u/r) 

Atari Asteroids (cabaret) 

Atari Battlezone (u/R) 

Atari Battlezone (cabaret) 

Atari Missile Command (u/r) 
Atari Missile Command (cab) 
Atari Tempest (u/r) 

Atari Warlords (u/r) 
Cinematronics Star Castle (u/r) 
Cinematronics Solar Quest (u/r) 
Cinematronics Armor Attack (u/r) 
Exidy Spectar (u/r) 

Midway Wizard of Wor (u/r) 
Midway Omega Race (u/r) 
Midway Galaxian (u/r) 

Sega Astro Blaster (u/r) 

Sega Astro Fighter (u/r) 

Stern Scramble (u/r) 

Stern Super Cobra (u/r) 

Taito Crazy Climber (u/r) 


e All equipment F.0.B. Seattle, Washington. 


e TERMS: 1/3 down, balance C.0.D. or pay-in-full before shipping to 
avoid C.0.D. charges. 


MUSIC-VEND DISTRIBUTING CO. 


1550 Fourth Avenue South e P.O. Box 24807 e Seattle, Washington 98124 
Cable Address: MUSIVEND 


206/682-5700 


All equipment is fully reconditioned 
and guaranteed. 
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ARM TO ARM COMBAT 


with MR.MUSCLE * * * « 
Arm to arm combat with MR. MUSCLE 
will be a super attraction for where- 
ever fun-loving crowds gather. Your 
customers can enjoy a traditional 
arm-wrestling match because the 
action of the game allows MR. 
MUSCLE’s arm to be knocked down. 


9 A\} M2} S24 /A\ 


16 Edgeboro Road - East Brunswick, N.J. 08816 Ge 
@ (201)238-6280 tix. 642286 
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FRANK'S + 


By 
Frank 
Seninsky 











Bits and pieces of 
info on Q-bits 








(Part Il of the series on converting to tokens) 


As a follow-up to my past articles on 
converting to tokens, let’s review how 
the new Q-bits keyed token system can 
stop competitors’ tokens (the same size 
as yours) and similarly sized tokens 
(that the players purchase from the 
token mints) from finding their way 
into your games. 

To my knowledge, this has not yet 
become a major problem nationwide 
right now. I just gather up my 
competitor’s tokens from my collec- 
tions, give her a call, and make an 
appointment to swap hers for mine. 
No problem! If, however, you are in 
the middle of a token war (one of the 
worst things that happens in our 
industry—nobody wins), then Q-bits 
may be your only solution. 

Q-bits are tokens with specially 
keyed ridges (like Ruffle’s potato 
chips). Only your Q-bits can be 
accepted into your games. A wide 
variety of key combinations are 
available, and every buyer within a 150 
mile radius gets exclusive rights to a 
special key combination. Slugs, coins, 
and unauthorized tokens are kept 
from entering your coin slots by 
specially designed coin slot screens. 
Figure | and Figure 2 show the various 
Q-bit screens available from Roger 
Williams Mint, 79 Walton Street, 
Attleboro, MA 02703. Telephone: 
800 / 225-2734. Ask for Shiela. 

Conversion to Q-bits is simple and 
inexpensive. Most of the screens 
shown in the figures cost 40 cents each. 
Style M (used for Midway games) 
happens to cost 70 cents probably 











because there are a lot of Pac-Man, Ms. 
Pac-Man, and Galagas out there. It’s 
really because the Midway coin entry 
plates are not flat. Q-bits are made in 
two sizes: .900 inch and .984 inch 
which are the two most common token 
sizes and cost about twice as much as 
regular flat tokens. Q-bits will be 
accepted by the appropriate size token 
mechs. 





Tools needed 

Now we get to the important part: 
How to get the job done. 

Here is a list of tools that will make 
converting to Q-bits a bit easier for 
you: 

Electric Drill: This is to make holes 

for the pop rivets and also to 
enlarge the coin slots with a 


rotary file when necessary. 


Rotary File: The coin slots on most 


games should be enlarged 
before putting the Q-bit screens 
in place. This also applies for the 
red or orange plastic reject 
buttons where the “T” style 
screen is required. The rotary file 
goes on your electric drill. Make 
sure the drill chuck size and the 
drill and file shaft sizes are com- 
patible. 


Size 9/64 Inch Drill Bits: These bits 


are used to drill the holes in the 
coin slot screens that will match 
1/8 inch by 1/4 inch grab pop 
rivets. 


Pop Rivet Gun and 1/8 Inch by 1/4 
Inch Steel Pop Rivets: The pop 


rivets will be needed to attach 
some of the coin slot screens that 
go on the outside of the coin 
door (such as the “F” style on 
Donkey Kong, Donkey Kong 
Junior, and Popeye). Nintendo 
has now introduced Mario Bros. 
that has the over/under Coin 
Controls Inc. door with normal 
coin acceptors. Good-bye Ashei 
coin acceptors! 


Vise-grips—C-Clamp Type “11R” 
and “6R”: If you don’t have any of 


these, get them quickly or you 
don’t belong in the amusement 
business. A large vise-grip is used 
to clamp the screen in place 
while drilling the holes for the 
pop rivets. Don’t try holding the 
screen with your fingers. It will 
surely spin from your fingers and 


PLAY METER, June 1, 1983 


FIGURE 1 Selecting the Correct Q-bit Screens 


A B D E C 


A, B, D, and E are universal screens. C screen is used on new Wico doors on inside of door (Pengo, Slither). 
Gottlieb pinballs’ screen goes into slot on back of red plastic coin slot. 





Fl SPACER 
F screen is used on flat surface (Donkey Kong, ean: Fl spacer is M screen is used only for Midway 
used when required with F screen. games. 


FBB screen is used to convert Boom Ball games or games where the reject 
button is adjacent to the coin entry slot—note the cutout. 


i FIGURE 2 Additional Q-bit Screens 








W-WILLIAMS T-ATARI 
W screen is used to convert Williams BI screen is for old style Taito games with the eee metal coin slot. 
and Bally pinball and Game Plan | 
videos. T screen is for Atari’s videos and any game that uses the red plastic reject 


button with the coin slot attached. 


Tl screen is used on most Williams’ videos, some Centuri, and some 
Cinematronics. These games have the red plastic reject button, but the 
coin slot is separate from the button. 





FIGURE 3 Style “RBT” 


This is a complete red plastic button with the “T” style screen in place. 
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cut you severely. Don’t try to 
hold the edge of the screen with 
your foot either. The screens are 
sharp! The small vise-grip is used 
to clamp the red or orange plas- 
tic buttons with the “T” or “T1” 
screen while the glue is drying. 
Use Duco Cement. 

Small Hand File: This file is used to 
make small adjustments if the 
coin slots are not accurately 
aligned. Just insert the file 
through the coin slot screen and 
carefully file away, and try not to 
file off the “key” teeth. 

If you’ve been thinking about it but 
were afraid to take the plunge, | 
hope that you are now confident 
enough to change to tokens and/or 
Q-bits. 

I want to thank Ron Bouvier of 
Roger Williams Mint for supplying me 
with information on Q-bits. 

If you have any questions, please 
call or write me at Alpha-Omega 
Amusements & Sales, 3 Coral Street, 
Edison, NJ 08837. Telephone: 201/ 
738-1800. 

As always, “keep cranking.” e 





FIGURE 4 


Subject: Instructions for Converting Red Button (Atari Type) Coin Slots 


1. Remove the red button from the machine. 


2. Separate the button into two pieces. 


Remove Remove 


Remove 
Red Plastic Top 


Remove 
Metal Q-Bit T Screen 


. With a sharp knife, remove the four corner pegs /eaving the two center 
pegs intact. 


. Place style T screen in place and reassemble. Note: A small amount of 
adhesive may be required. Duco Cement will do an excellent job. 
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“Frank’s Cranks” Service Tips 




















Return to Frank “The Crank” Seninsky, Alpha-Omega Amusement Inc., 
3 Coral Street, Edison, New Jersey 08837. 


Frank Seninsky and Play Meter are sponsoring a contest to find the best service tips for our readers. 


Each review will feature the two top service tips received. From the 40 chosen during the year, the 
authors of the best three responses (most helpful and most ingenious) will receive a free one-year 
subscription to Play Meter magazine. 
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Technical Topics 





POWER 


Lesson 8: 


SUPPLY DESIGN GOURSE PSD-1 


Zener Diode Regulator 1 


PROGRAMMED TEST 


Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, 
designed specifically for the coin-operated amusement industry. This course is copyrighted and owned by Kurz 
Kasch of Dayton, Ohio, and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. This 
material is authorized for publication exclusively in Play Meter magazine. 





INSTRUCTIONS : 


The purpose of this test is to guide you step-by-step thru actual! circuit design problems. 


Also, many of these tests will provide you with additional design technique. Most important, these tests will provide 
you with a gauge to establish your degree of understanding of the material! covered in the text, The test is programmed. 
Start at block one and then follow the numbered instruction associated with your answer, 


The prime objective of a shunt regulator is to provide a 
current thru the series resistances which is... 


a. Constant 
b. Proportionate to /, 


2 


YOU ARE CORRECT ! 


GO TO BLOCK 14 
GO TO BLOCK 28 


Both D; and Do can operate in this circuit. 
Which diode will provide better voltage regulation? 


a. Dy 
b. Do 


2 


YOU ARE CORRECT ! 


GO TO BLOCK 12 
GO TO BLOCK 29 


The two operating limits of a zener diode are: 


GO TO BLOCK 18 
GO TO BLOCK 31 


a. I/zy andlzrT 
b. Vz and Alz 


4 


YOU ARE INCORRECT ! 


Refer to the text and then return to BLOCK 14. 
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5 


YOU ARE INCORRECT ! 


Since Alz is 45ma (lzy —/z7) and Al, is 30ma, the diode 
can be biased 15ma less than Izy. 


RETURN TO BLOCK 23 


6 


YOU ARE INCORRECT ! 


Vz is generally given at !z7 which is close to the ‘‘knee’’ 
of the curve. 


RETURN TO BLOCK 18 


You are partially correct. Both Dz and Do will safely 
operate in the circuit. 


GO TO BLOCK 2 
1] 


YOU ARE CORRECT ! 


The diode can be biased at 50ma. A more practical value 
would be to half the 15ma so that the diode will not operate 
at /z 7 under maximum load conditions. 


The adjusted / is then 


700ma + (65ma — 8ma) = 157ma 


105 


What is the value of R? 
R=_ DD 


12 


YOU ARE INCORRECT ! 


GO TO BLOCK 27 


Refer to the text and then return to BLOCK 2. 


i: 


YOU ARE INCORRECT ! 


Although a variable resistor can be used as a shunt regu- 
lator, it is not commonly used. A more commonly used 
device iS a zener diode. 


RETURN TO BLOCK 24 


14 


YOU ARE CORRECT ! 


The current thru the series resistances is kept at a con- 
stant value by adjusting the current thru the shunt leg 
with the load. 





GO TO BLOCK 24 
GO TO BLOCK 4 


a. Inversely 
b. Directly 


16 


Alz 2 30ma 


The range in zener current should be equal to or greater 
than the change in load current. 


Did you get the same result? /f not, do not go on but refer 
to the text. 


Which diode, D; or Do, can be used? 
a. Dy 


b. Do 
rom Dz or Do 


GO TO BLOCK 8 
GO TO BLOCK 25 
GO TO BLOCK 2 


18 


YOU ARE CORRECT ! 
Vz is generally given at... 


GO TO BLOCK 30 
GO TO BLOCK 6 


a. lzm 
Do lzF 


23 


/ ~ 100ma + 65ma 765ma 


Did you get the same result? /f not, do not go on but refer 
to the text and then recheck your math. 


Can | be adjusted to provide a factor of safety for the 
zener? 


a. YES GO TO BLOCK 11 


GO TO BLOCK 5 


24 


YOU ARE CORRECT ! 
A common device used as a Shunt regulator is a... 


GO TO BLOCK 173 
GO TO BLOCK 3 


a. Variable resistor 
b. Zener diode 


25 


You are partially correct. Both D; and Do will safely 
operate in the circuit. 


GO TO BLOCK 2 


Li 


7157ma 


(The nearest commercial value resistor is 75(Q.) 
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Did you get the same result? If not, refer to the text and 
then recheck your math. 


You have completed this test. However, before going on 


be sure you fully understand the material in this lesson. 
The later lessons will require that you do so. 


28 


YOU ARE INCORRECT ! 


Refer to the text and then return to BLOCK 17. 


29 


YOU ARE CORRECT ! 


Assuming economy and efficiency to be more important 
than performance, the choice would then be D}. 


What is the current thru R if Dy is used? 


GO TO BLOCK 23 


30 


YOU ARE CORRECT ! 


Consider using either D; or Do in a shunt regulating cir- 
cuit and find R. 


D; Do 
l2z7 20ma 30ma 
lau 65ma 130ma 
Vz 12V 12V 


The circuit parameters are: 


V 24V 
My 100ma 
lL 2 = 30ma 


Vo = 12V (nominal!) 
What is the required \lz? 


Alz 2 ma GO TO BLOCK 16 


3] 


YOU ARE INCORRECT ! 


Refer to the text ‘and then return to BLOCK 3. 





BREADBOARD PROJECT 





1. Wire up the circuit shown in the diagram. 


~ 


Be careful to observe proper polarity when connecting the meters into the circuits. 


& 


This circuit is identical to the circuit designed in the text and shown in tig. 8-6. 


4. Apply power. 


oO 


Vary the potentiometer from one extreme to the other. 
The ammeter should show a current variation from approximately 
20ma to 50ma. (The actual! values are dependent upon line voltage 
and parts tolerances.) 


6. Notice that by varying the potentiometer the zener current /z is varying inversely. 
However, notice that the zener voltage, Vz, indicated by the voltmeter is stable for 
all potentiometer values. Thus the voltage regulating property of a zener diode is 
demonstrated. 
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Home run! 


Drive in a run...Pitch hit a homer... 
Powerhouse the ultimate play! 
Whether you’re a rookie or a pinball 
pro, all the major league excitement of 
baseball comes alive in Bally/ Midway’s 
latest pinball game Grand Slam. 

Grand Slam can take on two or four 
players. When the four-player option 
is used, the readout shows the first and 
second players’ runs while they play, 
and flashes the runs for the third and 
fourth players when its their turn at 
bat. 

Grand Slam is sure to become a 
most valuable player in your market. 
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GO on Safari 


With jungle drums pounding, Sega 
Electronics Inc. goes on safari with 
its wild new adventure game, Congo 
Bongo. 

Sega’s cartoon adventure story 
takes players on an action-packed 
safari as a fearless hunter overcomes 
obstacles in his path while pursuing 
Bongo, the mischievous gorilla. 

Congo Bongo begins as Bongo sets 
fire to the hunter’s tent. Eager to return 
the favor, the hunter starts his crazy 
chase through the jungle. From the top 
of Monkey Mountain, Bongo roars his 
defiance and begins slinging coconuts 
as the hunter approaches. 

Using the eight-way joystick and the 
jump button, the player jumps or 
climbs up the cliffs, dodging the 
bouncing coconuts. Running across a 
narrow bridge, the hunter slides down 
a slope, pushing aside the green 
monkey that blocks his way and leaps 
across a treacherous chasm of falling 
rock. 

Up the cliffside, the player reaches 
Primate Plateau. He must be careful, 
however, because suddenly cheerful 
chimps cling to him. 

Slashing through the brush, the 
hunter advances as Bongo taunts him 
from across Snake Lake. To cross the 
lake, the player must guide the hunter 
through a series of islands connected 
by narrow walkways crowded with 
slithering serpents. 

The trail next leads to Rhino Ridge 
where the hunter must dodge a herd of 
charging rhinos that guard the pass. 
Accomplishing this leads to the steps 
of Bongo’s hideout and third scene 
victory. 

Snoozing in achair on the far side of 
Lazy Lagoon, a self-assured Bongo 
naps in the sun. Carefully, the player 
must maneuver the hunter onto a 
slippery lily pad, and from there onto 
the back of a passing hippo. From the 
hippo, the hunter tiptoes on the back 
of a ferocious fish and then to shore. 
Almost there, the hunter dodges the 
last of the charging rhinos, scrambles 
up the last bluff, and revenge at last! 

Sega’s Congo Bongo is a one or two 
player game, available in both an 
upright and table version. 
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Time 
Fantasy 


Williams Electronics has created a 
fantasy-filled pin with a down-to-earth 
price. 

“Time Fantasy is good, old-fash- 
ioned pinball at a good, old-fashioned 
price,” says Ron Crouse, vice presi- 
dent and director of marketing for 
Williams. 

The playfield features a surrealistic 
fantasy theme in a kaleidoscope of 
colors. The game is easy to play and 
appeals particularly to video game 
fans who are less familiar with the 
intricacies of pinball. And the prospect 
of winning free game time may be an 
extra incentive for players. 

Highly-detailed bookkeeping infor- 
mation helps operators optimize game 
adjustments for earnings in all types of 
locations. Bookkeeping totals and 
game adjustments are backed by a 
complete series of diagnostic tests to 
check entire electronic systems in a 
matter of minutes. 
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the tral 


Stern Electronics announces the pro- 
duction of Mazer Blazer, a fast action, 
solid state, one or two player coin-op 
video. Mazer Blazer combines the best 
of both worlds—the old fashioned 
fun of a shooting gallery and state-of- 
the-art video technology. 

Cosmic attackers from outer space 
attempt to return to their ship. To 
succeed, they have to avoid constant 
fire from the ultimate weapon—a two 
handled electronic laser with gunsight 
and dual destroy buttons. The invaders 
attack in waves. Upon each wave com- 
pletion, a bonus round is awarded. 
Players can advance through a total of 
twelve racks, each becoming increas- 
ingly difficult and exciting. 

Mazer Blazer uses high tech design, 
an innovative 30 inch playing display, 
bold combination of colors, and 
lighted panels. 

The Mazer Blazer system displays 
various time saving features such as 
automatic bookkeeping and amount 
of total plays. 





Triple play 


Venture Line introduces three new 
conversions, Sky Bumper, Sky Lancer, 
and Xargon. 

Sky Bumper is a flying game. The 
player must develop his flying skills as 
well as determine the crazy angles Sky 
Bumper takes as it bounces and 
careens about the screen. 

The object of the game is to blast 
Sky Bumper through the yellow brick 
barriers into the next more com- 
plicated screens, which randomly 
appear and become more aggressive as 
the player proceeds. 

Sky Lancer is a game for players of 
all ages and levels of expertise. Not 
content to do battle from his space- 
ship, Sky Lancer launches himself into 
space, armed only with a deadly laser 
lance. As he propels himself through 
space, he first encounters space mines 
which he must destroy. 

He is then faced with the ultimate 
galactic challenge, a duel to the death 
with “Ralph,” the red-clad robot 
armed with a deadly weapon so 
heinous it cannot be described. 

Xargon is a high action space game 
with several different twists. The 
player is defending the planet Xargon 
from the last battle station which 
guards the entrace to the capital city, 
Zemiok. 

The continuous action is accom- 
panied by atmospheric music which 
builds to crescendo as each screen is 
completed or the battle station is 
destroyed. 
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Sound effects, music, and lights com- 
bine in Happy Feet and Happy 
Hammer, both available from the 
Norton Company in group or single 
player models. 

Happy Feet players obtain high 
scores by stamping panels which light 
up in arandom pattern. The faster one 
steps, the higher his score. The game is 
played with musical accompaniment 
and scoring sounds. 

Players score on Happy Hammer by 
hitting the lighted profiles, which 
replace mechanical pop-up devices, 
with a padded mallet. 

Optional ticket dispensers and 
custom score screens are available for 
both novelty games. 
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cruise 


This extraterrestrial can’t phone 
home. He’s got to get there the hard 
way...via the video world. And when 
you take the controls of Bally/ Mid- 
way’s Kosmik Krooz’, the encounters 
get closer than ever as Krooz’r tries to 
overcome his share of interplanetary 
problems. 

He’s got a face only a mothership 
could love, and your mission is to 
guide Krooz’r safely back home. 
During the journey, there are obstacles 
in your orbit. Just squeeze the control 
grip to direct the fire. When you’re 
pressed against an onslaught of 
enemies, press the knob to activate 
your energy shield. 

When the opposition gets too tough 
to handle, be on the lookout for your 
smart bomb. When the bomb turns 
green, that’s your signal to shoot it and 
destroy all the enemies on your screen. 

Every third play, get ready for an 
intergalactic garage sale. Krooz’r 
solos the solar system without his ship. 
For most aliens, this is a waste of 
energy, but not for Krooz’r. You'll be 
helping him pick up a few necessities 
for the road inthe Kosmik Junkyard, a 
fuel tank, motor, and a box of bullets. 
If you’re a smart shopper and deposit 
them into Krooz’r’s ship, you'll win 
another base. 

You’ve got to enter the rotating 
mothership before the enemies close 
in. That means you have to wait for 
one of the three entry ports to light up. 
If your timing is right, the mothership 
will beam Krooz’r safely aboard! 
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Trivia test 


Exidy’s Fax, introduced at the AOE, is 
a time-tested, question/answer game 
which captures the popular pastime of 
trivia in a video game. Fax is a highly 
competitive game for one player 
against the clock, or for two players 
competing against each other. 

Challenging the players’ quick 
reflexes and knowledge in the subjects 
of history, sports, entertainment, and 
general knowledge, Fax offers 2,000 
questions and three skill levels. 

If “super genius” players memorize 
enough answers to Fax questions after 
several months of play, Exidy will 
have available plug-in EPROMs with 
completely new questions at a nominal 
cost. 

Full color video graphics, anima- 
tion, a hardwood oak cabinet, and 
lighted push-button controls are stan- 
dard features in this solid state game. 

Operator options include game 
time (1, 2, 3, or 4 minutes), bonus time, 
and bonus levels, as well as price per 
player. 
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Aids to the Trade 





Multi conversion kits 


The new Data East Multi Conversion 
Kit converts dead games to the Data 
East Interchangeable Game System. 

Unlike other game conversions 
which convert one dedicated game 
into another dedicated game, the Data 
East Multi Conversion Kit converts a 
dedicated game to an interchangeable 
game system. 

Thus, by buying a Multi Conversion 
Kit, the operator is not converting to 
One game, but converting to all of 
Data East’s games, including such hits 
as BurgerTime and Bump’n’‘Jump. 

The Multi Conversion Kit consists 
of a compact master P.C. board cage, 
a micro cassette deck for inputting 
game software, marquee and monitor 
plex modifications, control panel 
graphics, and all necessary decals and 
harnesses to convert a low-revenue 
producing machine to the Data East 
Interchangeable Game System. After 
this initial conversion, the operator 
only needs to buy a different game 
package to convert to yet another 


game. 





A new game package costs between 
$395 and $495 (depending on 
quantity), and requires only five to 10 
minutes installation time. The Data 
East game package includes a game 
cassette (software), a key module 
(descrambler), and a marquee. 

With reduced return on operators’ 
investment slowing the demand for 
dedicated video games, Data East’s 
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new Multi Conversion Kit is a product 
whose time has come. 

For additional details, contact Data 
East Inc., 470 Gianni St., Santa Clara, 
CA 95050. Telephone: 408 / 727-4490. 


Sorter/counter 





Inc. 


The new Billcon International 
CS-102 coin sorter/ counter is designed 
for volume coin counting room proce- 
dures. It automatically processes a 
coin mix of six denominations of 
coins—I¢, S5¢, 10¢, 25¢, 50¢, and $1— 
at one time, at a counting speed of up 
to 600 coins per minute. This elimi- 
nates manual counting and sorting. 

As the coin mix is being counted, 
bright digital readouts provide an 
individual coin count by denomi- 
nation, as wellas an accumulative coin 
count up to eight digits. All controls 
are on an eye level operators panel for 
easy readability and access. Solid state 
circuitry assures 100 percent accuracy. 
No specially trained personnel are 
necessary. 

The Billcon CS-102 features a large 
capacity coin hopper that holds up to 
10,000 dimes. Deep coin boxes in the 
bottom of the machine are identified 
by coin denomination to hold counted 
coins. 


An optional accessory affords 
bagging capabilities when desired. The 
machine, of sturdy steel construction, 
is finished in two tone enamel to blend 
with any decor and measures 25!4” x 
24” x 1414”. 

For more information and litera- 
ture, contact Billcon International 
Inc., 2290 Central Ave., Compton, 
California 90220. Telephone: 
213/637-8352. 


Basic soldering 
course 


Pace Incorporated’s basic soldering 
course in electronics is now available 
in 12 languages. 

The course is used as a training pro- 
gram to Instruct beginners and upgrade 
the skills of experienced personnel in 
performing high-reliability soldering. 

The course—in the film version—is 
now available in English, French, 
German, Italian, Spanish, Mandarin 
Chinese, New People’s Republic 
Chinese, Norwegian, Swedish, Dutch, 
Hebrew, and Portuguese. 

The course is a comprehensive, in- 
depth training program intended 
primarily for classroom use. The films 
in multi-language forms can be inte- 
grated into training programs and are 
now marketed in more than 50 coun- 
tries. 

Normal duration of the course is 
two to four days depending upon the 
skill level of the student and the degree 
of competence desired. 

There are nine individual lessons in 
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three parts: (1) soldering and the sol- 
dering process, (2) soldering turret 
terminals, cup terminals, bifurgated 
terminals, hook and pierced terminals, 
and (3) PCB soldering of axial lead 
components,dual inline packs, T0-5 
and transistor type packages, and 
beam lead planar-mounted compo- 
nents. 

For more information, contact Beth 
Amelio, Pace Incorporated. 9893 
Brewers Court, Laurel, MD 20707. 


Replacement guide 


le Replacements 


« Consum 
Over 178,000 Solid 


jal/ MRO 
ge Re — ecommerce 


P canta won yor REASE OTIS 





The 1983 RCA SK _ Solid State 
Replacement Guide lists 239 new 
devices, including 36 from the RCA 
CDP1800 microprocessor family and 
71 new linear ICs. 

RCA’s SK Guide lists over 2,100 SK 
and KH types which replace more than 
170,000 industry types. The Guide 
features a dual numbering system 
which makes it easy to locate the 
proper SK device. A special feature of 
the 1983 Guide is larger, easier-to-read 
type in the cross-reference section. 

The 1983 RCA SK _ Guide, 
SKG202B, is available from local 
RCA SK distributors or by mail from 
RCA. Requestors should send check 
Or money order for $2.50, which 
includes postage and handling, to 
RCA, P.O. Box 597, Woodbury, N.J. 
08096. 


Boss joystick 





Wico Corporation introduces The 
Boss joystick, its first entry in a new 
line of game controls for home video 
game and personal computer systems. 

The Boss joystick features profes- 
sionally styled components, including 
a high quality PC board with five 
built-in leaf switches. The Boss is 
designed to have a suggested retail 
price of $19.95. 

Constructed of high impact plastic, 
The Boss has a comfortable grip 
handle with a thumb action fire but- 
ton. Four non-skid rubber feet and a 
five-foot cord enable players to enjoy 
convenient, table top play-action. 

The Boss joystick is engineered for 
direct plug-in compatibility with 
Atari’s 2600 home video system, the 
Atari 400 and 800 home computers, 
Sears Video Game, and Commodore 
VIC-20 and VIC-64 home computers. 
Product distribution to department 
stores, specialty stores, and mass 
merchandisers nationwide was sched- 
uled for May. 


Series 200 


ESAC Inc. has solved virtually all of 
the obstacles standing in the way of 
streamlining game room operation and 
increasing profits by announcing the 
Series 200. The first computerized 


system of its kind may completely 
automate your total facility. 

All games, vending machines, and 
even bill changers are on-line to the 
Series 200 system which provides 
security and complete up-to-the- 
minute accounting of revenues and 
utilization of each game or device in 
your facility. 

Magnetic Stripe Cards, dispensed 
by bill change machines, are used at all 
stations instead of tokens. Coins may 
also be used, if desired—the Series 200 
accounts for each and every coin as 
well. 

The magnetic cards are pre-encoded 
for the number of plays allowed. The 
Series 200 registers each usage. Once 
used up, the card becomes invalid and 
cannot trigger any station. 

For multiple locations, the Series 
200 provides for on-line capabilities to 
give you receipts by station anytime 
day or night, from anywhere across the 
country. 





ESAC also provides daily, weekly, 
and monthly reports as well as game 
utilization and even on-line machine 


depreciation. 

For more information, contact 
ESAC Inc., Suite 202A, 4415 West 
Harrison Street, Hillside, Illinois 


60162. Telephone: 312/449-8710. 





“Things don’t turn up in this world until somebody turns them.” 


—James A. Garfield 
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CLASSIFIED 


ADVERTISING 





AUCTIONS: 


Web uus dak ua td EES os bus uakbdds cubondensosanccéuawecacen pkucseeeiec™ 


PScocNreD BY 





IN ationac Amusement Game Avuction 
“THE INDUSTRY AUCTION LEADER’ 


100’S 
OF THE LATEST GAMES 


* ATARI * WILLIAMS * TAITO * SEGA * 
* MIDWAY * STERN * BALLY * NINTENDO * 





UPCOMING AUCTIONS 
* COLUMBIA SC KNOXVILLE PITTSBURGH 


May 11 MAY 21 


Hampton Building Leo's Auction House CALL NAGA 
1301 Prosser Rd. FOR DETAILS 
Knoxville, TN 


* Nagas May 7 date has been changed to May 11 as not to conflict with the May 7 Vendors Assoc. meeting. 





We specialize in the sale of new or used games by auction due to 
distributor overstock, operator liquidation and bank repossessions. 


NAAGA) 1919 14h 8, suite #405, Boulder, cososoee NAGA 


303-443-7505 
eee@eeooeoeeeaeeseee@eeeeeeaeeeeeeee of 
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VIDEO GAMES 


New & Reconditioned 
$195. up 


Call Now For Super Discount Prices 
YES! We Take Trades 
(Any color monitor game worth at least $300) 


Call for information on 100% legal change-over kits 
WE SHIP ANYWHERE/FAST-DEPENDABLE 


COMPLETE BOARD & CRT USED 
REPAIR FACILITY 


Now open serving the PC BOARDS 
Washington D.C. area 
COMPARE OUR PRICES & $50 ., 
TURN AROUND TIME!!! 
Y.C. ENGINEERING 
703/437-0627 615/793-9142 


DIXIE AMUSEMENT, INC. 
775 E. Division St., Biloxi, Miss. 39530 


(601)374-0777 (601)374-2681 


&e]wee 222 % 22222] 222 ee 222222 
, B® ®®®VVWOW® w & © BW @B27BW* HT BASS O®S®@’> 


&e22 222% 2% 2% &282888B8BFHO88 tA BAOS 


WANTED 


USED VIDEO GAMES 
& 
PINBALL MACHINES 


(any quantity) 


WAREHOUSE OF GAMES 
4314 Rider Trail, Earth City, MO 63045 


(314)291-0089 





The low cost solution to stopping slugs now! 


This device prevents slugs, pounded nickels, and pennies from entering your 
cash boxes & stealing from your profits! 
SE a SE EL I LT IE PT OT I ET EID 
Installs in minutes 


Complete with easy to read instructions 
Fits most coin acceptors, plastic & metal quarter mechs. 
A must for every street route operator 








Adjustable » Saves money WM alalaleleletslelelalelslalatsicisiclsioies 
$14.95 for package of 12 ROUTE CLEARANCE SALE : 
Good for 6 video games! : + 
Patent Pending Ll, LOTS ee ae $ 975 » 
=f Donkey Kong Junior....... 1095 * 
Send check or money order to: ma Jara eva % Donkey Kong ............ 1095 * 
aed ; Mo NOME os cee ac Se sx 475 »% 
Dna jo beer anaes Anscot Industries of Defender ............... 550 * 
Enclosed ts my check or money order for $ _—____ 18055 J. Couzens >t Phoenix 550 : 
C) Check here for free additional new product Detroit, MI 48227 % gO 2 aia le ra Rial 
information EC a rr 895 
Call anytime! Make Trax.............. 625 ¥ 
nt SN sy ee eee 313-422-2180 % Robotron............... 1295 y 
Name 7 Blue Print .............. 1150 = 
Res PROM co a) aioe, silo ei. Sucle st 995 * 
Company name _ 7 Rowe CTI-1 w/$1......... 1000 » 
= *  B&BVENDING #% 
Aa % 1560 Edison St., Dallas, TX 75207 y 
cl i a ae ef 214/747-0041 ¥ 
% OFFICES IN: Dallas; Midland/Odessa; 
=i Amarillo; El Paso; Oklahoma City 
RIKKI KKKKKKKKKKKKK 
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MIDWAY 
ATARI Baby Pac-Man WILLIAMS 
Pole Position Super Pac-Man Joust 
Millipede Satan's Hollow Moon Patrol 
Quantum Kosmik Krooz'r Sinistar 
Xevious Journey Bubbles 
PLUS! 
ala HOT! 
a Front Line Little Casino 
Gg se? Time Pilot Legal Casino Games 
se Bo Bagman Inquire... 
SP Mad Planets 
y 
Zoo Keeper 
Gyruss 


INTER-SPACE VIDEO SALES 


5320 Power Inn Road ‘A’, Sacramento CA 95820 
Phone: 916/386-0100 


r\ IMPORTANT 
a 


ATARI 

WOMNNOBE se. iic.ca ck Skew eeweeer ee $ 595 
DG ONG akc. Seatieasck ene ss 1095 
WONGRTOO!. o5 ie k MA eee 795 
Space Duel .................. 895 
Centipede ................... 1395 
MIDWAY 

MOU co tei 6b os oo aro tetaeeenateehe $1695 
POG NON oi Ss 0k <icca ows nes ek 1395 
Ms. Pac-Man................. 1995 
Omega Race ................. 795 
RIGKMOR: bo. ckee-c beg save cesaalca 795 
Satan's Hollow (new) .......... 1895 
Super Pac-Man ............... 1895 
OOD ike ea bio ae pee 1995 
NINTENDO 

Donkey Kong................. $1295 
Donkey Kong Junior ........... 1395 
PORDIE she reese aclindc eee 1895 


WE NEED TRADES! 


Galaga’s; Ms. Pac-Man's—u/r or ctv's 
TOP DOLLAR REWARD 


STERN 

Bagman (new)................-. call 
MON sian cas 8k &dvetpiaxacee ine Site $1495 
Bark PIQNOE . 6 6.cs ccc cteseeaans 995 
SEGA 

CEEON oa ts ee eee vee ees $ 995 
PRO OOOE io i oii 5:-d-0s o5 Revi 8 MOR ee 1095 
WON oo Scere sas Bea ee el eS 1695 
Turbo (sit down) .............. 1995 
Sub Roc 3-D (new) ............ 1995 
TAITO 

Jungle Hunt.................. $1695 
1 OE NY SE ROD i Pa Pe Sa tA 695 
Wild Western ................ 1095 
WILLIAMS 

WOMBG 5.456 555 Gea ee ee eee rane $1995 
Moon Patrel ...6 cscs ec cwevces 1895 
OOOO 6 oS ais eto ne here ues 1495 
ANON 86 5rd s-ave-a Bute eee ee 995 
BOIONGOE 6 bs 6c ckwae ee eeees 695 


WHOLESALE SPECIALIST 


PII II III KKH HII III IKK KKK KEK 
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= © @oococonc 
THOUSANDS 
OF GAMES 






Ashtray #1 


ARE YOU USING THE OTHER BRAND OF 
ASHTRAYS AND STILL GETTING BURNS 
ON YOUR CONTROL PANEL? 

Then you need A-1, right on top where 
ashtrays belong. 


IN STOCK 


$299 can 


offer limited 


Introductory 
SALE PRICE: 


ONLY $2.50 each for a case of 70. 
Ship ups - C.0.D. or deduct 2% for cash in advance. 


#2 ASHTRAY mounts on 

side of video game, pin- 

ball or c/t table. Same 

price as # 1 this month 
only! 





NEW! Our “Top Secret" device, a little gadget we 
patented, helps prevent theft of A-1 ASHTRAYS- 
only $1.° each. 


TOUGH GUY! CUP-N-CAN HOLDER will be in pro- 
duction soon. We believe it will be the toughest 
on the market. 


77777 7WHERE TO BUY A-1777777 


A-1 Ash Tray Co. 
333 N. Queen St., Kinston, NC 28501 
919/527-8241 
OUR DISTRIBUTORS ARE 
Games Galore. Texas, 214/247-GAME © Hudson Mullin Co.. Florida 
813/879-6700 @ Marshalls Amusements.NC 919/775-1774 e 
Peterson Coin Machine Dist Co.. Texas 915/532-6547 eS &M 
Repair. Michigan 313/584-4015 © (or ask us for your nearest 
distributor) 
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Battlezone 
Space Invaders Deluxe 


Lazer Ball 
Excellent condition, complete main- 
tenance records. —$1600 lot firm— 
Illinois Institute of Technology 


* 312/567-3079 * 


* Clean Used Games * 


Ms. Pac-Man.............. $2195 
RMN e ox oo Rk Ree ore see 1395 
SIO sing! Tekker els a Whe.8 0 ee 2095 
DO ee ae ee Cae genera 2195 
Donkey Kong Junior ........ 1595 
Donkey Kong ............. 1295 
ROME chs oot ate eetetcne- clare Oks 1495 
RGODGHON:. cs eck ce was se ices 1295 
Centipede .............05% 1195 
De BOG eo ccete Scateede wwe bg 995 
BEIGAIO 53-400. sas cme wes 695 
Defender.............+08. 495 


CALL 817/776-2291 


COUNTER TOP 
VIDEO MACHINES 


will beat any prices F.0.B. Tampa 
“Little Casino” 


—plus all other types of 
coin-op vending equipment 


In business over 10 years 
providing the best in service 
on all types of vending 
equipment 


FOR MORE INFORMATION 
Big Daddy's Amusements, Inc. 


813/932-5963 
813/576-0605 
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- Alpha-Omega Sales ~~ 


PACKAGE DEALS ON MULTIPLE ORDERS!!! 
Game Specialists ¢ Board Repair 
Parts ¢ Expert Consultation 
e If it’s new in the crate—we'll “split” the freight** 
e Call for low prices on the HOTTEST new games. 


NEW GAMES 






Mario Brow 

Grand Slam Congo Bongo Chexx Hockey 
Journey Dragon's Lair Professor Pac-Man 
Popeye Buck Rogers Xevious 
Joust Nibbler Change Mate 500 
Q*Bert Bump 'n’ Jump United & Irving Kaye 
Front Line Super Zaxxon Pool Tables 
Millipede BurgerTime Bubbles 
Baby Pac-Man Satan’s Hollow Food Fight 
Super Pac-Man Time Pilot Wacko 
Moon Patrol Star Trek Bagman 
Pole Position Rowe 87 Juke CHEXX 
Sinistar Rowe BC 35 MC Tornado Foosball 
Zoo Keeper Mappy Mad Planet 

Full Line Vending Lease Tornado Foosball 


CLOSEOUTS 


MR. DO $1495; DONKEY KONG JR. $1695; FAST FREDDY $945; 
JUNGLE HUNT $1795; SUPER ZAXXON $1200; BURGERTIME $1195 


CONVERSION KITS 


Mr. Do $550; Pac-Man Plus $275; Lost Tomb $595 
SPEAK EASY $1550; 8 BALL DELUXE LE $1650 


LOCATION READY SPECIALS 


(No crating charge/30-day warranty on logic, monitor & power supply) 


MSTOVONES e056 os Sieceee S350  MONGWOO 2.6 eck is pes ete es S50 Meher: ois gv ais cisic ca 1495 
Asteroids Deluxe ......... Soe” ICI ooo. oie i 0:is's se -apoe 895 Rowe BC 25 MC......... 1995 
Astro Fighter............ 495 Millipede .............. 2395 Satan's Hollow.......... 1995 
Be LURSONNG 5 ook ores ose clas 450 Missile Command......... 595 Space Duel.............. 795 
ME PBTR S65. scaccin cis e4e dro eras 695 Monaco GP (s/d) ........ 1495 Space Invaders .......... 275 
Bie PHM: bck sini cece 850 Moon Cresta ............ 495 Space Firebird ........... 595 
COMRINOEO Ss iicid vive ooo aac 1395 Moon Patrol............ 1995 Space Fury ............. 595 
Crazy Climber ........... 595 Ms. Pac-Man ........... NEGO OT os hase isa eclaaen 395 
DOTOMNOE oa 00.0 5 Sus ford coKe 795 Night Driver (s/d)......... ae et 395 
AON seas n dco Btw mieincs 1295 Omega Race............. OOS . SIMONE. ck ook bas ieee 995 |; 
Donkey Kong ........... 1495 Omega Race (mindD........ 695 Stargate (mini)........... 895 
Donkey Kong Jr. ........ Lf. Ne of el ere 1SSO) . CSUTROUOR ok oF hice ace 495 
PIOUUOR os te crew dren WIGS: IPOMOOS Gari ics in< tee cece 1295 Super Breakout .......... 225 
GOOKIOG. 660 ce eas wee on GOS (BROOM isis chin seen es 795 Super Pac-Man.......... 2095 


on 

WONOE SG 6.26 eb ese ns 2005) (Git ee Sis be tires GOS. Turbo (t/t)... ii. ccc wen 1995 
Jungle Hunt ............ N55 sR, 2 eke ores heres sors ZIM. COW ROD on 5 oss Fon5 bas Smee 450 
MO MIDE). 5 ons 8 wiesincass yes RI OTE os ok ees oes 495 Wizard of Wor........... 695 
Armor Attack .............. . 300 ZORMOW Sola 5s oe ees sinese 1295 


**Multiple Orders-5 


OUR SOLID REPUTATION IS OUR BOTTOM LINE! 


A DIVISION OF 
ALPHA-OMEGA AMUSEMENTS, INC. 
Serving the U.S. since 1969 
Frank “The Crank” Seninsky 
PRESIDENT 


Play Meter's featured technical writer 


3 Coral Street 

Edison,, New Jersey 08837 
(201)738-1800 

Call Frank or Joe 











| 









1419 














Call or Write: 


Shelley Smilen 
Malibu Grand Prix Corp 
21300 Califa Street 
Woodland Hills, CA 


91367 
i (213) 703-0022 
Castle (800) 423-5487 


FUN CENTERS. 





Locations through- 
out the United 
States. Videos and 
Pinballs always avail- 
able at good prices 
from our chain of 
game rooms! 










: EORSALE.-—SE: THE LARGEST SALE OF THIS TYPE OF 
EQUIPMENT EVER HELD IN THIS AREA BY 
: Seeburg HSPS Il i 
? Hideaway phonograph includes: | 
: Seeburg RIT Income Totalizer, 
: BG Music, re System | o LJ i LI C A LU CTI 0 Ni 

(13) DEC-4A Seeburg HUNDREDS AND HUNDREDS OF MACHINES 

parecer | | VIDEO GAMES 


sae aot ae ARCADE GAMES 
utomatic Vending Service 
338 W. 22nd. PINBALL MACHINES 


Freemont, NB 68025 
(402) 727-1822 


JUST TO LIST A FEW: Pac-Man ¢ Ms. Pac-Man @ Donkey Kong e Donkey Kong Jr. 
Wild Western ¢ Defender © Frogger © Tron @ Qix © Slither © Pepper Il « Space Duel 
HUNDREDS MORE—A TREMENDOUS SELECTION 


AGGRESSIVE 
SOUTHWESTERN 
VIDEO GAME 
OPERATOR 
SEARCHING FOR 
MANAGERS IN 
KEY GROWTH 
AREAS. 


Must have experience in 


operation and sales. 
Send Resume: MANAGERS 
P.0. Box 47961 
Dallas, TX 75247 






SATURDAY, MAY 14, 1983....10:00 A.M. 
1801 West Diversey Parkway, Chicago, Illinois 








A REAL SAVINGS OPPORTUNITY 


INSPECTION: 2 HOURS PRIOR TO SALE TERMS: CASH OR CASHIERS CHECK ONLY 







ia Jay SCs Marenae 


Auctioneers & Appraisers © 305/651-0101 


S The Country's Leading Coin Machine Auctioneers 
; LICENSED e BONDED e INSURED 
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UPSTATE VENDING SERVICE INC. 
331 Main St., Lake Placid, New York 12946 


518/523-2456 or 57 


—LOGIC BOARD SALES— 
***ALL BOARDS WORK*** 


Midway Omega Race 
M&D ag conv. 

and power supply 

Stern Scramble 

Stern Super Cobra 
w/power supply 

Atari Asteroids (1st version)... 
Zaccria Quasar 

w/power supply 

Midway Space Invaders 
Gremlin Carnival 

Taito Crazy Climber 
Taito Portman 

Game Plan Kaos 
Cinematronics Starhawk 
(has a problem) 

Ramtek Trivia 

Midway Seawolf 


Head Glass Available 
For Some Above Games 
Front Glass 


We also have games for sale 
at going prices. * PLEASE CALL * 
Thank you 
Bruce M. Michaud 





FOR SALE 
Small route in Charleston, S.C. area grossing under 
$100,000. Mostly videos. Some Juke Boxes. Write 
Mr. Clark, P. 0. Box 1442, Charleston, SC 29402 


WHOLESALE GAME SALES 
(RECONDITIONED) 
All Legal/No Copies 
Donkey Kong 
Tempest 


Pac-Man 
Defender 
Asteroids 
Centipede 
Many More To Sell! 
For New Game Prices, Call: 


(408)946-4263 
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FREE a 
SAMPLES eT 


coins. Save time. Cut tedious hand 
work. Transparent. Reusable. Write ; 
for FREE SAMPLES. 
Nadex Dept. 3005 
220 Delaware, Buffalo, NY 14202 


ED > ED 0 ED © GRD © ED © GD 6 GRD 0 GED 0 GD + GD ¢ GD 0 SD + SD 
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GEMATIC 
LOCKS 


8 Locks in 1] 


The Ultimate in Key Control 


For various reasons the combination of 
each of your locks needs to be changed = 
from time to time. It may be that the key —— 
was lost or a personnel change was made- 


whatever the reason, with the GEMATIC < 
system a single lock combination can be (_ »>- 
changed 8 different times-in seconds and {4 = cs 
without loss of security. i @y, 
Get the facts- q , 
For the Distributor in your area contact... — 

FORT LOCK CORPORATION 

300 N. River Road @ River Grove, IL 60171 @ 312/456-1100 


Chips 


TECHNOLOGY INC. 


48 Farrand Street, Bloomfield, N.J. 07003 - (201) 429-0855 (800) 526-1374 


SPECIAL ANNOUNCEMENT! 


BY POPULAR DEMAND, CHIPS PARTS PRICE LIST IS 
NOW AVAILABLE! SEND OR CALL FOR YOURS NOW! 


IF YOU PLACE AN ORDER* WHEN REQUESTING YOUR 
CATALOGUE, WE WILL SEND YOU THIS FREE GIFT: 


TIME CAPSULE ASK ABOUT 
“CLOCK OUR 


SPECIALS! 







GOBBLES UP 
HIGH PRICES!!! 


SOUND TRANSISTORS 
AY3-8910 2N3716 
MEMORY AY3-8912 2N3792 
2716 A-D converters SE9302 
2516 AD561J 
2732 DAC80 
2532 CPU TTL SCHOTTKY 
2708 Z80 74LS245 
4116 Z80A 74LS393 


& SO MUCH MORE ... 
WE CAN’T START TO LIST THEM! 


HOT LINE 
(800) 526-1374 





BELITA 


Lightweight portable 
COIN COUNTER 


SPRING CLEARANCE SALE 
Every video, flipper and music 
box priced to sell immediately! 
Satisfy those seasonal accounts 
with excellent reconditioned 
equipment at a fraction of the 
cost of new machines. 


New video games can come and go 
Resulting in costing you more dough. 
Reconditioned is the thing to do 

And we've got the perfect deal for you. 


BELITA 
LIGHTWEIGHT PORTABLE 
COIN COUNTER 
WEliltt-1 Me) am ol telgale 
AUTOMATIC STOP 

INEXPENSIVE 
COIN TRAY SUPPORT 
BAG HOLDER 
FAST 
ONLY 9 POUNDS 
e LONG LASTING 
R.H. BELAM CO., INC. 
1 Delaware Dr., Lake Success, NY 11042 
916/488-5600 
800/645-6573 


(Visa or Mastercard welcome!) 


COLUMBIA VENDING SERVICE, INC. 
6424 Frankford Avenue 
Baltimore, Maryland 21206 
(301) 485-3700 


PAC-MAN! This new conversion gives players a choice 
between the original game and the faster, more challenging 
EXPERT LEVEL. Guaranteed to increase collec-tions! Game 
labels and instructions included. Five minute installation 
Send $79 per kit to: 

M.B.N. Electronics Dept. 2, 262 Courtland St., Painesville, 
Ohio 44077. (In Ohio add 5.5% sales tax) 





PRICE CONVERSION} 


BREAKTHROUGH!! 
ead ROWE CIGARETTE MACHINES 
® Accepts any combina- 


® Will vend up to $1.75 in 
increments of 5¢. 

® Same mechanical depen- 
dability using your pre- 
sent totalizer. No elec- 
tion of nickels, dimes 





tronic components. 
and quarters. 
® 4-minute installation on 


location OR 


® Send us your totalizer 
- we will convert it ($5.00 
service charge). 





PRICES REDUCED: 
$29.° (in lots of 10) 


$34.95 (in lots of 1-9) 
All orders shipped UPS/C.O.D. 
TELEPHONE: 


516-928-6868 





Coin Up-Date Industries, Inc. 
14 Hulse Road 
E: as N.Y. 11733 
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UPGRADE YOUR PAC-MAN OR MS. 


ALL TOP VIDEO GAMES 


© UPRIGHTS 

© COCKTAIL 

e P.C. BOARD 

@ 1.C. SPARE PARTS 


Quick Follow-Up 
& 
Prompt Delivery 


Contact us for lower pnice & list. 


NASA TRADING 
CO. LTD. 


2-9-8 Higashi Shibuya-Ku, 
Tokyo, Japan 
Tel: (03)4079603, 4079639 
Telex: NASAT J 32243 

Bank: 
The Dai-Ichi Kangyo Bank 
Nakameguro Branch 
AC No. 0111451 





LITTLE CASINO 
‘like new” 


— $1595.° — 


immediate shipment 


Reilley Electronics, Inc. 
— 404/320-1112 — 





SPECIAL NOTICE 


purchase your used equipment from 
NEW ORLEANS NOVELTY CO. 


In business for 50 years 
International reputation for selling 
the finest used videos; flippers; & 
amusement games available anywhere. 
Each & every game beautifully 
refinished like new by experts 
All games authentic legal factory models 
GET ON OUR MAILING LIST FOR OUR 
LATEST PRICE BULLETINS OR CALL 
Rose, Eddie, or Jean for latest prices 

3030 No. Arnoult Road 
Metairie, LA 70002 
Tel: 504/888-3500 
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FOI III III I III IK KIAMA AAAI KIAAAKEK 


-POPEYE. 


POW I III III HI III OI III KKK KIKI KAI K IK 


NOW IN STOCK! 


CALL FOR IMMEDIATE DELIVERY 


(713) 868-4145 


emienr 


DISTRIBUTING CO., INC. 


7051 Port West #150 
Houston, Texas 77024 


LOOKING FOR A GREAT DEAL? 
UNIVERSE HAS IT!! 


Super Close out prices 
We ship from our east coast/west coast warehouses 
BRAND NEW IN THE CRATE 


Pole Position Zoo Keeper Bump'n’Jump 
Time Pilot Congo Bongo Star Trek 
Millipede Xevious Buck Rogers 

Sinistar Food Fight Gyruss 


Largest supplier of redemption / prize equipment 
Assorted USED games available for immediate delivery 


CALL COLLECT FOR PRICES 


Universe Affiliated Int'l., Inc. U.A.I. Pacific Ltd. 
314 West First Avenue 693 So. Magnolia Ave. 
Roselle, New Jersey 07203 El Cajon, California 92020 

East Coast (201)245-4222 West Coast (619)440-5785 
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SOCHHHOHHSOHSHHSHOHSHSSOHSOHHOHSSEOOED IL SOM MME DE IL ET ID me , 
8 


WANTED 


USED COLOR 
VIDEO GAMES 


UNITED KINGDOM & EUROPE 
TECHNICAL AGENCY & DISTRIBUTION 
SERVICES OFFERED 


Intimate contacts with all the decision makers 
in the Coin Machine Manufacturing Industries. 
An advisory and supply organization specializing 
in Electrical Controls and Components 
to all Industrial Markets. 

Send Replies c/o: Play Meter Magazine 

P.0. Box 24170 

New Orleans, LA 70184 (Dept. #89) 


PHOTO MACHINES 
WE BUY AND SELL 


CHEMICALS, FILM, PARTS 
BEST PRICES GUARANTEED! 
ED HANNA 
P.O. Box 290777, Davie, Florida 33329 
305/474-5888 





SSCCCHOSCHSESCOHSOHOOCLOCE 
©0000 8O0OSSSOOSSCEEESEE 


SOSCSHOHSSSHSSSSSSSHSOSOHSSSSSCOLEEESES 


REPLACEMENT MARQUEES 
For all current games 
$25 
0.E.M. prices available 


ARCADE OWNERS * * * 
Save time, save money - get a handle 
on your operations with the ARCADE 
ANALYZER, the computer program for 
the APPLE. Send for details now to: 
PAPPAS-NORTHRUP SOFTWARE, INC. 
10 FALCON PLACE 
HUNTINGTON, NEW YORK 11743 
(516) 673-9438 
(516) 271-9741 


(ANY QUANTITY) 


(918)745-2162 


Ct Sf ff ff ff ff fg 


E-PROMS 
2764's - 8.50 each 
2732's - 5.00 each 


PLIES LE LE ET IE LP LE LP AP LE IE SE AF IER FF 
AMELIE LE LE LE ILE EF EF PE IMP DE ET EP a Le a 





FOR SALE: Central Oregon's finest video & 
SUZO JOYSTICKS billiard parlor. Family owned and operated, 


with micro switches well-established, excellent location. 5,100 
$15.00 each square feet, load dock, and shop. $148,500 


Bend Oregon. 1-503-382-5817 


Power Supplies - KGD - 23 
$45.00 each 

+5V / 6 amp -5V / 1 amp 
+12V / 1 amp 


SERVICE-SERVICE-SERVICE 
Repairs on most 
game boards & monitors. 
REASONABLE RATES 


POWER 
SUPPLIES 


NEW WAY VIDEO SYSTEMS 
21 Langdon Street 
Everett, Ma. 02149 

617-322-2033 


UNI-VEND CO. 
708 Barataria Bivd., Marrero, LA 70072 


904/348-8363 














4 . 
, FULLY RECONDITIONED VIDEOS 4 DC VOLTAGE 
Tutankham .......... $1795 Tempest ............ 1295 Anteater............ 1095 ¥ 
A Dig Dug............. 1495 Pon Poko ........... 1495 BurgerTime Meco) .... 1795 Plus 5-volts at 6 amp 
é Kangaroo............ Uf Te! | 7 [ee eee ee ae cee 525 Football............. 395 ¥ 
% Pepper ll............ 1095 Thief............... 1195 Jungle King.......... 1995 % minus 5-volt at 1 amp 
fe Centipede ........... AR, MNS OMN Sate ate ks c's oh: oxv 8 oe 1495 Naughty Boy......... 995 ¥ 
y ‘Defender............ 1095 Warp Warp.......... 995 Satan's Hollow ....... 1795 # Plus 12-volt at 1 amp 
# GOtl SG van ewe cob 950 Asteroids (ct)........ 395 Super Pac-Man ....... 1795 &% 
é ee ee 1095 Grand Champion ...... 10GS). OOS 54 Seeded 1895 # 
2 Vall BOG)... 6s carci anc 1095 Turbo (minD ......... ik jal CY TY | Aaa ner 295 ¥ 
a Lil’ Hustler .......... eee: SENOS so 6. ccs. < als ee 4 305-4 1795 Conquest............ 1495 
4 Make Trax .......... 1195 Battlezone........... 595 Moon Patrol ......... 1895 
¥ Omega Race......... 950 Frogger............. 1395 Rapid Fire........... 595 
PROOMIR. 6.005455 Seem 950 Frogger (ct) ......... 1295 Star Castle .......... 495 
¥% Pot OGold.......... 995 Challenger........... 1995 Time Pilot........... 2295 ¥ INTRODUCTORY OFFER 
¥ 
OR ics coe weiss ewe OSS “Dam: .oi cc isccs 1295 Jack the Giant Killer... 995 % 95 s 
¥ Robotron............ 1695 Wild Western ........ S50 (OW. DO... ce edie ss 1595 ¥ $34. plus freight 
# Space Duel .......... 1095 Wizard of Wor........ 1005 Victory .... .cceses 1295 
Z Stargate ............ 1305 Frenzy... .........6: 995 Solar Fox (CT)........ 995 
Pac-Man Plus ........ 1795 Gravitar ............ 995 ¥ 
é SS a Saas sieeve ore 995 Dynamo 7’ pooltable .. 595 % 
Donkey Kong Jr....... 1795 Seeburg Aurora 100 ... 995 é 
War of the Worlds .... 895 % 
a Zaxxon (CT).......... 995 é VIDIO LTD. 
, NEW VIDEOS, POOL TABLES 2 
4 Ta. 4 ‘ 220 Crescent Way Bidg. 0 
y COIN COUNTERS, CHANGE M ’ , 
Zt Sanz. eee cnt ROR ERICES Anaheim, California 92804 
J A GE GA ZIP TRIP VIDEO GAMES, ETC. 4 
C—O, s521 N. 2nd, P.O. Box 1487, Seminole, OK 74868 - (714)774-0394 
¥ 
{ Zo ws (405)382-1000 4 
/ ‘ 
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B & A ELECTRONICS 
LEGAL LOGIC BOARDS ...... 


$99,° ,, 

POWER SUPPLIES; MONITORS; DECALS; 
HARNESSES TO CONVERT OUR GAME BOARDS 
TO ANY MACHINE; CABINETS; 
ISOLATION TRANSFORMERS 
Box 306, Taylor, MICH 48180 


(313)675-8541 


BSW WB BBB WW FSB WWF VWVBVIVWSVSFS BVVWSBBWBWSB BVWVBVVWVSB BS GVSBWSB GB BB BVVST TVWSBSVTVWSBSBSWSBBA*V*A 








WANTED: 


Used Video Games 


R. M. Leasing 
1312 N. Loop 
Houston, Texas 77009 
713/880-0988 




















LARRY CAPLAN SIGN CO. 


11613 Reisterstown Road 
P.O. Box 218 


& > VWF VWVWFVSB FW WWW BT VBW*A VWOWSBWV VSB BG WS BWWVWNWBW BW BW BW“ 










Reisterstown, Maryland 21136 
ae $399°0 
“y pitti COMPLETE 
why pay more? =z SCHOOL FOR me FREE 


USE NATIONAL TICKETS & ELECTRONIC GAMES alate |e DELIVERY 


Custom Printing for your machines Two-week course covers video and pins. f 100.00 DEPOSIT 

NATIONAL TICKET By Schematics! Our 11th year! se 
- 1650 B'way at 51st St. NYC 2 CAL’S COIN COLLEGE, P.O. Box 810, 301 -833-5941 
pd 


(212) 757-1426 Nicoma Park, OK 73066. 405/769-5343 
Jack Conway, President 











SW®D DB BW BWVWSW® B BBBWW“VWVWSVIVFB BV VWVVSBSVVSVSB WSS BB BWVWSVWSB WSIS BS GB SVWSB BG VGVVISVW SF FG VSVVAWSFB BWSVWVWVWSF W® BF BWWVSF SSAA AFTVGW*A“SV*VSAVSF 


DON'T sit on youR ““‘ASTERQIDS’'!! 


CONVERT TO NEW HOT FULL COLOR GAMES 
WITH XC-100 ASTEROIDS CABINET CONVERSION KIT 


All you need is a PC Board 


%& $495.° > 









KIT INCLUDES: 








* 19” color monitor * Choice of control panels 

* Clear header * Monitor bracket template for easy mounting 

* Monitor mounting bracket (allows both * All required hardware 

vertical & horizontal picture tube mountings) * Easy instructions other 

* Picture tube bezel * All you need is a PC board kits 

* Joystick, buttons, and switches included available 






* Tinted plastic safety screen 


THIS IS A SUPER KIT! IT IS WELL ENGINEERED & CAN BE 


INSTALLED IN LESS THAN 2 HOURS 
“YOUR TOTAL SATISFACTION IS GUARANTEED" 


VIDEO GAME OUTLET, INC. 


15000 Main Street 4 1 3/51 6-9525 


Gardena, Calif. 90248 


> ® S SSDS S BF FT VTWENFTTTVWSVWBWS BB BTW BV WWW BW WWW VW_WV*VW“*A a Ri i i A a i Ri a i i i i i Ri i i i i i Ri i Ri i Di Di i i Re i i i i tt tt tt i i 
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GAMES BY MERLIN, INC. 
PRESENTS: 
THE TRULY CONVERTABLE KITS 
(FULLY LICENSED) 
NOW CONVERT YOUR OLD COLOR 
GAMES TO THE NEWEST HITS! 


COMES COMPLETE WITH 
“Convertable” wiring, harness, top 
marquee, monitor, decal, and 
complete control panel (joystick— 
buttons—1 & 2 player start.) 

WIRED & READY TO USE. 5 GAMES FOR A QUARTER! 7 
Also full set of instructions, and 
after installation your game will be 


a “‘convertable”’ game. No need to 


re-do the gmae again. For your next 
game, just unplug your PC board and US E OUR 


header harness, and plug in next game. SU BSCRI PTION 


NO MORE OBSOLESCENCE! LINE FOR 
KITS NOW IN STOCK YOUR 
+ Seas apeat ce aaa ge oe SUBSCRIPTION 
meager jy aga QUESTIONS 
2. MR. DO...Already hit game. (504) 
3. LADY BUG...A real 83 /- 798 T 


“WELL, IE IT ISN'T JERRY BecToON!-- I 
i HAVEN'T SEEN YOU SINCE PINBALL WAS 





steady money maker. 


4. PON POKO...very chal- 
’ lenging, doing well. 


-/. 5, MACHO MOUSE...A good 
7 maze game. 


NEW BOARDS EVERY MONTH 


PLEASE CALL FOR NAMES. PRICES START AT $495. 
RUG-RATS (new): Will be available in May 
WE ALSO MANUFACTURE COMPLETE GAMES 
CALL FOR PRICES 


(702)362-1388 


(We have been in the video game business 9 years... 
WE KNOW YOUR NEEDS. 


AN ; ~ 4 
& Y), 
a 


WT 
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CONVERSION KITS 


Converts Any Game 
Make your game look & play brand new! 
MARQUEES e CONTROL PANEL 
OVERLAYS e SIDE DECALS ¢ WIRING 
HARNESSES ¢ POWER SUPPLIES 


JOYSTICKS 
All kinds of conversion supplies. 
—Computron— 
803/788-9578 





CENTURI Guzzler 

DATA EAST Bump ‘n’ Jump 
BurgerTime 

UNIVERSAL Mr. Do 

MIDWAY Pac-Man Plus 


KITS INCLUDE: MARQUEES e WIRING e HARNESS e INSTRUCTIONS e ETC. 
WE CARRY: JOYSTICKS ¢ OVERLAYS e SIDE PANELS ¢ MONITORS ¢ ETC. 
ALL ORDERS CALLED BEFORE NOON SHIPPED THE SAME DAY 


COIN MACHINE DISTRIBUTORS, INC. 


425 Fairview Park Drive, Elmsford, New York 10523 


Offices also in Baton Rouge, LA and Hartford, Conneticut 


Amusement and Music Op. of America @ National Auto. Merch. Assoc. ¢ Amusement and Vending Machine Dist. Assoc. @ Amusement and Music Operators of 
New York @ Amusement and Music Operators of New Jersey @ Music Operators of Conneticut @ Vending Machine Operators of Louisiana 


ee SE a) ae) aa 


WANTED: 


SALES REPRESENTATIVE 


* * * immediate opening * * * 
——with Southern California Distributor—— 
of coin-op games and vending machines. 


POSITION REQUIRES EXPERIENCE 
Compensation includes: 
BASE SALARY e COMMISSION e and FULL INSURANCE PACKAGE 
Send resume (in confidence) to: 


Play Meter Magazine 

P. 0. Box 24170 

New Orleans, La. 70184 
Dept. SR 


ee (ee ee a a 
pe ee ee a a OM a Ry 


<< () <a () < ( ) <_) <A  ) <I ¢ ) << ) <a ) << ) <a () <D-() 


CONVERSIONS MAKE DOLLARS 


YOUR ONE STOP FOR ALL CONVERSION KITS 
ALL KITS “GUARANTEED” LEGAL 


NICHIBUTSUI Rug Rats 


STERN Lost Tomb 1.L.C. Rock ‘n’ Rope 
Pop Flamer Invalian 

TAGO Anteater C.V.S. A Maze Zing 
Beezer Hunch Back 
Zoar Video Ball 


914/347-3777 


* MEMBER * 
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TRADE-IN! 
(YOU GOT ‘EM—WE WANT ‘EM) 


WE WILL TAKE TRADE-INS ON ANY NEW OR USED 
EQUIPMENT PURCHASED. CALL FOR COMPLETE LIST OF 
GAMES FOR SALE (and for list of games accepted in trade.) 
NEW 


POLE POSITION © ZOOKEEPER © CHEXX © GYRUSS 
CONGO BONGO @ SINI STAR © MAD PLANETS 
















RECONDITIONED 
Time Pilot................ $1895. 
Fhe a OLR eee re Pt rie 
YOUR CHOICE $595 cep ag Ae a ce : YOUR CHOICE $395 
Black Hole Dicuey Rese Cait). ass War of the World 
Dig Dug (mini) ............ 1295. Mars 
PORE 5s. cichetadro dues 1095. Space Firebird 
LL eae ea en ps ed 1095. Star Five (sd) 
(io er errr 795. Flight 2000 
Roby Roto Defender .................... 7195. Omega Race (ct) 
Free Fall Space Duel.................. 695. Death Race 
The Pit Turbo (sd)................. 2195. Frontier 
Wizard of Wor hea Blazer (new)....... age Fire Truck 
Pac-Man Plus............... call Football 
Pac-Man..................... call Baseball 
Centipede ................... call 
Donkey Kong............... call 
FAMILY AMUSEMENTS, INC. 
Rt. 1, Box T-122, Charles Town, West Virginia 25414 
304/725-0047 304/263-8380 
oo OCOOOOOOOOOOOOOO000 





O.K. YOU WERE RIGHT! 


Our game does weigh only about 40 pounds. And you don’t need a hand 
truck to move it. And, it is true that we have only four (4) games in our 
machine that are not new and trendy (poker, craps, blackjack, and Hi- 
Lo). They are very old games that have been played for over 1,000 years. 
You were also right about our game’s cost. It does cost a little less than 
the heavier, big name games. However, if you disregard our 
shortcoming just mentioned, you can receive that famous “Kiss on the 
Courthouse Steps”’ if our cashbox doesn’t weigh as much or more on 
collection day. 


“LITTLE CASINO” 





The bar top game that lives forever 


New or Slightly Used 
——CALL FOR BOTTOM DOLLAR PRICES—— 


NEW & USED TOP VIDEO GAMES AT RIDICULOUS PRICES 
SPACE ENTERPRISES, INC. 


Joseph C. Orecchio, President 
Direct Factory Distributor 
7135 State Road §2, Hudson, Florida 33567 (813 )862-3559 
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CONVERSION KITS | 


Converts any game to Convert-A-Game System | 


MAKE YOUR GAME LOOK & PLAY BRAND NEW! 
e MARQUEES e CONTROL PANEL OVERLAYS 
e SIDE DECALS ¢ WIRING HARNESSES 
e POWER SUPPLIES ¢ JOYSTICKS 
e ALL KINDS OF CONVERSION SUPPLIES 


Y.C. ENGINEERING 
615/793-9142 


Loe a a 


TRUPHIES 2, wencr incentives 


Increase your profits with trophies specifically designed for the video game industry. 
People play to win and when they win they want recognition. Trophies provide the reward 
players want and profit rewards for you. Only from IMPACT INCENTIVES, the original 
video trophy incentive company. Helping arcades earn more worldwide. 


co LSE 


HEART /PULSE RATE TESTERS 
Direct from manufacturer 
New Units—$295 Used Units—$195 
Also reaction games from $100 
HEALTH INFORMATION VENDING 
5124 France Ave., Edina, MN 55410 
(612)926-8250 





ESE << ee eee 
2 Se << e eE e  e 
















| item t-20« 
® 6 inches tall 

* Chrome base 
* Chrome figure 


| tem T-s0* 
© 10% inches tall 
¢ Chrome base 
¢ Chrome figure 
¢ Blue Column 


ee Ce ae 
© 12 inches tall 
* Marbled base 
¢ Chrome figure 
e Satin silver column 
| Min. Order Cost Each | 
= 40:50.’ 49160) | 11.60 
50-100 10.90 
100-500 10.20 
| 500-1000 _—_—«92.50__— 


























¢ 5% inches tall 
e Marbled base 
¢ Chrome figure 










Item T-10 Item T-20 Item T-30 


All base labels shown above additional. Please refer to label information below. 


Item T-40 


SHIPPING INFORMATION: Please 
allow 1 - 2 weeks delivery 


Foreign Order: We ship orders by air only. Please allow 
minimum of 30 days for delivery. 


item Quantity] Unit Price [Total Price 
ERNIE RE) 


*all trophies come in either chrome or gold finish 


Originate your own awards system base 
labels. These adhesive back labels fit the 
above trophy base of your choice. An 
excellent way to advertise your location. 


Save C.O.D. charges by 
sending check or money order to: Total 
Add sales tax where applicable. 














IMPACT INCENTIVES Shipping/Handling 
7003-G Roswell Road N.E. GRAND TOTAL 
Atlanta, Georgia 30328 Please Print 
(404)396-4611 Name 
Polished Chrome Finish Co.Name __ 
2a" XS0" Buyer Name ; 
Address = 
$7.°° one time set up charge for each different label. One dollar Aue la Se ee 
per label. Minimum order 25 each different labei. 2 lines of copy ae ——- roar a Ss 


maximum. Each label - 25 letters and spaces maximum each line. 
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KLOPP 
COIN 
COUNTERS 


U.S.A. QUALITY 
.. and proud of it! 


e Metal Construction 
.. NO plastic 

e One-Year f } 
Warranty... not 


just 90 days sSeeettEeas F 
® Menace es 
in America — ae uy 
not foreign wthbes ey 
made i 
e Parts always 
available-— & 
not imported 
e Proved reliable thru the test 
of time 
1983 is our 53rd year! 


Call or write for information 


KLOPP. 


KLOPP INTERNATIONAL, LNC. 











rare | | The Game Exchange 
Maa oes THE VIDEO CAME 
kween SPECIALISTS 


PROFITABILITY 


through 


CLOSEOUTS LOW PRICES 
CONVERSIONS TRADE-INS 


$13 Neilston St 1701 Spring St 
Columbus, Ohio 43215 Smyrna. Georgia 30080 
Mid West Oth South Office : 
ficd Wes > (614) 221 3416 ) > (404) 435 0802 
800 848 0110 800 241 18 
elex #293835 


Telex #298204 





TEEN AGER 


CUT OUT AND MAIL TODAY 


Hot Line 


Yes, please send me your regular hot line mailings for the best game values in the nation. 


Name 
Title 








Company 
Address 

City 
Telephone ( 
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EXIDY 


FACTORY DIRECT 
Brand New In The Carton 


—$995.00— —$1295.0°— 
VENTURE @® MOUSE TRAP VICTORY 
HARD HAT © PEPPER II 


CONVERSION KITS: 
EXIDY 


390 Java Drive, Sunnyvale, California 94086 


CALL: 408/734-9410 


ee ee a ene ge te ae Te ee tee re ee eed er ne ee ee ME eet eG eee ee ta ee 


| WE BUY, SELL, TRADE | GAMES IN STOCK | 
: CLEAN EQUIPMENT ONLY; LOCATION READY 




















$450.°° 








COCKTAIL TABLE UPRIGHT 


4 
Galaxian ....... 495 Blue Shark $ 195 : 
i 495  Robotron....... 1295 4 
Space Firebird 495 Tron.......... 1295 
t Time Pilot Donkey Kong Jr. Omega Race i Uniwars........ 445 Jungle King..... 1595 ! 
' Tron Frogger Pac-Man ; BurgerTime ..... 1000 Blue Print (Demo) 895 i 
i : ed Alert....... 595 | 
1 Turbo Front Line Pac-Man Plus | PINS soli 495 8 
1 Tut Galaga Pengo Orbitor......... Maw ane 
; Vanguard Galaxian Phoenix i Forcell . 495 Kickmans (Demo) 7” : 
- Amidar Gorf Popeye Firepower 325 efender....... - 
' Baby Pac-Man Joust Robotron OTHER Hai ay aa 198 ' 
' Carnival Jungle Hunt Scramble ! Pac-Man plus kit. 250 eercaiuiy. neeeag = 
! Centipede Lady Bug Space Duel Sui & ce. a - 399 Space Invaders... 295 
; Defender Make Trax Super Pac-Man : countertop...... 500 ' 
| Dig Dug Missile Command Stargate - eae eee ns ' 
| Donkey Kong Moon Patrol = Tempest ! ose 
i Ms. Pac-Man : Bump'n'Jump..... 495 
: Mission X .. 295 1 
; Lock'n’Chase..... 295 - 
L Explorer ........ 295 i 
q 
713/569-9649 318/462-0225 IRONHOUSE AMUSEMENTS_~ | 
1 5640 Nicholson Lane #113, Rockville, MD 20852 ~=s! 


301/984-8177 


i 
; Sen we ee Se Be we ee we ee 6 ee ee ee Oe 2 eS ee ee ee oe ee ee es Senn eee Oe SE SN eh ee a I ERT as 
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YOUR PROFITS WILL SOAR:::-WITH RUG RATS ON THE FLOOR!! 


ee ee 
6 8659 


. 

Seeceeseeem ** 
eeeeeeparteosm*s * 

eeeee 
eeeee 
eeeee Prsceeem «+ 
eeees Sevesese 
ee e 
ee . 
eeevcene 
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Fun-packed game with menacing { “<P 
germs, rolling carpets, and LU GIRNN 
precious treasures!! 










© 1983 Nihon Bussan Co.,Ltd. 





















. ABLE 
ITS ARE AVAIL 

ONVERSION K 

— PLEASE ASK FOR DETAILS 


Nichibutsu U.S.A. Corp. 


15407 S. Broadway. Gardena, Calif., 90248 
Tel( 213) 538-2162TWX 9103466952 NCBTUSA 

















PUZZLE ANSWERS 





Two bits 


How’s your math lately? We’re going to give it a test 
on the following “numbers game.” 

Part | is easy enough. Use the following clues to fill in 
the game grid. The vertical row of boxes down the center 
(the boxes are marked by letters) will be filled in by num- 
bers that appear in coin-op games. 

Then use the numbers to complete the “math pro- 
blems” in Part 2. Or, if you can use the clues in Part 2 to 
figure out what the numbers are, fill in those numbers on 
the grid to help you complete the grid. Work forward and 
back until you have completed the puzzle. 


Part 1 (the easy part) clues: 


A. Williams’ futuristic game in which you rescue 
humans from metallic bad guys. (2 words) 

B. Bally’s talking pin with a billiards motif. (3 words) 

C. Sega’s 1982 game that would stand in line before 
James Bond. 


Solution: Part 1 


D. Universal’s 1981 video, or “the moment of truth.” 
(2 words) 

E. Nostalgia time: a Williams’ 1953 pin. (2 words) Ill 
even give you the second word: Sisters. (1 told you this was 
easy.) 

F. Sega brings us with video what House of Wax 
brought us with movies in —____________. (2. wo rds) 

G. The Stern pin with the contoured playfield. (2 
words) 

H. More nostalgia. Two pins were called 
(2 words) I’ll give you the second word again: Spot. One by 
Genco in 1941, and one by Williams in 1961. 

I. Taito’s video in which you defend your planetary 
base against waves of attackers. (2 words) 

J. To be fair, the SALT talks should include —____.. 
(2 words). 

K. More nostalgia, and I’m not giving you the second 
word this time. Bally’s 1966 pin with the gun theme. (2 
words) 


THE — 


I 
pcfofufo}x] xia 
J 
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By Bill Brohaugh 





(Answers to puzzle in May 15 issue, pg. 104.) 


Part 2 (the fun part) instructions: 


Using the numbers you figured out in Part 1, solve 
these math problems. To help, I’ll give you a hint about the 
answer to each problem by giving you a clue to a coin-op 
machine that has a name with the answer-number in it. 


L.JxE= _________ (clue: Midway’s 1979 video) 

2,H-A= _________ (clue: Bally’s 1978 pin based 
on a IV show) 

3. B+G= (clue: Stern’s 1980 pin with 
the wizard theme) 

4,.K+H= (clue: Centuri’s 1981 driving 
video) 

5. B=+A= (clue: Gottlieb’s 1981 multi- 
ball pin) 

o Fe le (clue: Chicago Coin’s 1975 
“hit parade” pin) 

7. Fx K= _____________ (clue: same answer as #1) 

8. C+ D= (clue: Sega’s 1982 game that 
would stand in line before 
James Bond) 

9 Hx HxB= (clue: U.S. Billiards’ 1982 
video) 

lO. E-I= (clue: Bally’s 1981 update of 


a classic pin) 


OK. Time for a break. I'll give you two clues that might 
help you solve the puzzle, and then we'll jump into some 
tougher problems. First clue: A+ G = C. Second clue: D x 
D =D. 


11. The square root of A+ the square root of E= 
(clue: Gottlieb’s 1932 classic pingame) 


12. H3 x (B- K)= 
designed by Harry Williams) 


(clue: Stern’s 1980 pin 


13. The total of A, B, C, D, E, F, G, H, I, J, and K, multi- 
plied by G, minus F, divided in half, minus B, divided by 
the answer to #1, squared, cubed, plus A, plus H, plus K 
a (clue: four different pins—Rockola 
1935, Gottlieb 1937, MC and D 1948, Williams 1960) 


14. (K-F)+(F+ D)+(H-E)+(I-K)+(K-C)= 
(clue: the number in Gottlieb’s 1949 pin based ona literary 


masterpiece, squared) 


15. (A+Gx E+A-H5+ the cosine of F - 1,478) x (G-G) 
= ___________ (clue: this is a trick question) 
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Solution: Part 2 


bo Gy * BO) = 16 sv oeceic can Pvcsece (18- Wheeler) 
> HAAS Bo<5aa0 (6-Million- Dollar Man) 
4, BG) =O isn ccvuceZsvigsheswsses (9 Ball) 
4. 6) * 0 2 16 ccccanecicddevinns (Route 16) 
he AS pcacdcasxesedswtdecan (Force II) 
6. Fe UE 1 cecicascnasscsewenses (Top Ten) 
7. FGV* KB) = 1B icc cccusdcscecces (18- Wheeler) 
SSS accra ctw noes sovarcsauess (005) 
9. H (10) x H (10) x B (8) = 800....... (800 Fathoms) 
aC) Se je ee oe ee (Fireball 2) 


clues: A (4) + G (1) = C (5) 
D (0) x D (0) = D (0) 


11. The square root of A (4) is 2; the square root of E (9) is 
32 S185 (Five Star Final) 


12. H (10) to the third power equals 1,000 (10 x 10 x 10). 
B (8) — K (6) = 2. 1,000 x 2 = 2,000 (Flight 2000) 


13. All the numbers totaled is 55. Multiply that by G (1), 
and you still have 55. Subtract F (3) to get 52. Divide 
52 in half to get 26. Subtract B (8) to get 18. Divide by 
the answer to #1 (18) to get 1. Square 1 (1 x 1) to get 1. | 
Cube | (1 x 1 x 1) to get one. Add A (4), add H (10), and 
K (6) to get the answer: 21. 


14. K (6) — F (3) = 2 
F (3) + D (0) = 3 
H(10)-E(9)= 1 
I (7) - K (6) = I 
K (6) - C (5) = I 


9 
(The clue is Gottlieb’s Three Muscateers. Three squared is 
3 x 3 = 9) 


15. The trick is that G- G=0 (anything minus itself equals 
0). And anything multiplied by 0 is 0, and that’s the 
answer. 
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These dedicated games were converted to the DATA EAST 
interchangeable game system by installing the 


MULTI CONVERSION KIT 


Select from over 138 GAME PACKAGES including 
TOP 10 HITS 


like: 





MORE HITS TO COME 


There are over 35,000 DATA EAST interchangeable machines in operation throughout 
the world, so you can be sure the system is thoroughly proven. And you can be sure that with 


over 7O game developers at DATA EAST Japan, we will keep coming up 
with great new games! 







\ 
Convert your ENN 
DEAD GAMES with 





YOU'RE NOT CONVERTING TO ONE GAME... 
YOU'RE CONVERTING TO ALL OUR GAMES... 


THE DATA EAST MULTI CONVERSION KIT INCLUDES: 


O Master PC Boards O Side Panel Decals 

O Cassette Deck O Monitor Plex Modifications 
O Harnesses O Marquee Modifications 

O Control Panel Graphics 


Call your DATA EAST distributor TODAY. Bea part of the CONVERSION WITH AFUTURE! 





DATA EAST USA, INC. 


O Gianni ‘Street Santa Clara 
CA . 95050 U.S.A. 
Te aa :(408)727-4490 
Telex: 172163 DATAEAST SNTA 























Action! The Hottest Action at any location comes from SEGA, The Arcade Experts! 
SEGA unleashes the strongest trio ever for the hottest action, your largest collections! 

CONGO BONGO.™ Go on safari with exciting, 3-dimensional-like graphics and attention-grabbing 
sounds that put you right in the middle of the ultimate cartoon adventure story. 

STAR TREK™ Strategic Operations Simulator The #1 space game that boldly goes where no arcade 
game has gone before. Command the Starship Enterprise! And the space-age Star Trek cockpit model, 
with the look and feel of the Captain’s chair on the Starship Enterprise, is blowing ’em away. 

. BUCK ROGERS:™ Planet of Zoom:™ Upright or cockpit model. Truly dazzling — any ate 
play which anyone can immediately get into, make a dynamite combination. 3 

The hottest action is from SEGA, the Arcade Experts. Get with the action and 
get with the earnings. See your Sega distributor now. 


2 EGA 





SEGA Enterprises, Inc., 5555 Melrose Avenue, Los Angeles, CA 90038, (213) 468-4800, TWX 688433 
SEGA Electronics, Inc., 16250 Technology Drive, San Diego, CA'92127, (619) 485-0910, TWX 910-336-1621 
SEGA Enterprises, Lid., #8-18 Haneda, 1-Chome, Ohta-ku, Tokyo, Japan, TLX 781-22357 
SEGA Europe, Ltd., 15 Old Bond Street, Mayfair, London, England, W1X 3DB, TLX 851-82512 


STAR TREK™ indicates Aes te of Paramount Pictures Corporation. ©1983 SEGA Enterprises, Inc. 
mark of the Dille Family Trust. @ 1983 The Dille Familv Trust 
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